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elcome to another issue of The 
Walking Dead Magazine, your 
official one-stop shop for all 
things Walking Dead. We hope 
you are enjoying the new year (although we're 
already a third of the way through it!) and 

are looking forward to all the exciting undead 
events scheduled for the rest of 2013, 
including the landmark 10th anniversary of 
the comic (see ‘News’). 

The importance of ‘family’ is the loose 
theme binding issue three of the magazine 
together, with the Dixon brothers providing 
the main thrust: on page 26 you will find 
our interview with Norman Reedus, the man 
behind the enigmatic Daryl, closely followed 
by a chat with Michael Rooker, who plays his 
mercurial brother, Merle. Just before that, 
in our bumper games feature (page 16), you 
will also discover interviews with the creative 
minds behind the forthcoming Activision 
video game, The Walking Dead: Survival 
Instinct, which features both of Mamma 
Dixon’s good ol’ boys. 

Elsewhere, we see if traditional family 
values Can Survive in an undead world in our 
regular ‘Choice Cuts’ feature (page 78), and 
Rick's close relationship with his son, Carl, 
is examined in our deconstruction of Volume 
Nine — ‘Here We Remain’ in ‘Anatomy of a 
Story’ (page 74). 


SONG OF THE SOUTH! 






There are plenty of other goodies hidden 
within this issue as we explore the music of 
both the TV series and Telltale Games’ video 
game (page 66); meet the comic book’s 
letterer, Rus Wooton (page 60); and visit the 
set of season three for a special meet (or 
should that be ‘meat’?) with the make-up 
department. And Robert Kirkman is again on 
hand to answer your questions (page 12). 

As always, TWDM can only be as good 
as those who contribute to it, so keep your 
questions, opinions, letters, suggestions 
and, yes, complaints coming in. We really 
want to know what you think. Send us your 
artwork and photos, or just tell us what you 
think about the comic, TV show and other 
related merch. You can contact us via our 
email (walkingdeadmail@titanemail.com), 
Facebook (search: WalkingDeadMagazine) 
or Twitter (@WalkingDeadMag), or by regular 
mail (check out our ‘Letters’ pages for the 
address, page 90). Until next time... 


Toby Weidmann (editor) 
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INTERVIEWS 


12 

The comic book originator reveals what’s 
coming up in the comic and the second 
half of season three. 


26 
We talk to Dixon the Younger about life 
with a crossbow. 


34 
The veteran actor tells us what it’s like to 
be back as a Series regular. 


60 


The comic book’s resident letterer explains 


exactly what he does. 
66 & 


The sound of music is revealed by the TV 
series and video game composers. 
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FEATURES 


16 


It’s games, games, games in [WDM as we 
playtest all the various The Walking Dead 
games on the market. 


40 


Ever wondered what The Walking Dead would 
be like in a foreign language? Find out here. 


48 


Know your walkers from your biters in our 
zombie guide special. 


54 
TWDM goes on the set of season three and 
gets made up as a zombie! 
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FAVORITES 


74 


Volume Nine: ‘Here 
We Remain’ is put 
under our analytical 
magnifying glass. 


78 

We look at what 
happens to the family 
unit when your parents 
become the undead. 


90 

TWDM readers tell us 
their thoughts in our 
Letters section. 


92 

Who’s our ultimate 
The Walking Dead fan 
this issue? 
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More goodies to win! 


96 

The continuing 
adventures of the 
undead in our ‘Secret 
Diary of a Walker,’ 
plus our pick of a 
classic Walking Dead 
splash panel. 


97 

& 

You met her in issue 
one of the magazine. 
Now find out what is 
actor Danai Gurira’s 
(Michonne) personal 
motto and who was 
the last person to 
make her star-struck. 


98 

... lake a peek at 
what’s up next in The 
Walking Dead — The 
Official Magazine. 
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ith the second half 
of season three in 
full swing, AMC has 


proudly announced that The 
Walking Dead TV series has been 
picked up for a fourth season. 
This news won't come as any 
Surprise to those who keep a 
close eye on audience research, 
with the third season of the 
award-winning show breaking 
cable and digital TV viewing 
records left, right and center. 
Most recently, The Walking 
Dead became the first cable 
series in US television history 
to reign as the biggest show 
of the fall season among the 


‘Adult 18-49’ rating, beating 
all broadcast and cable 
entertainment series. The 
mid-season finale, broadcast on 
December 2, 2012 attracted 
upwards of 15 million viewers 
combining its 9pm premiere 
and repeat slots. 

At the news of the show's 
renewal for a fourth season, 
creator of the comic book, 
Robert Kirkman, who serves 
as one of the show’s executive 
producers, said: “! am excited 
to begin work on another 
spectacular season. This show 
has always been the result of a 
wide range of extremely talented 


men and women working 
tirelessly to produce their best 
work collectively. | believe the 
future is bright for The Walking 
Dead. Thank you to the fans for 
your continued support.” 

However, season three 
showrunner Glen Mazzara 
will not be returning for 
season four after he and AMC 
mutually decided to part ways. 
Mazzara will stay on until 
post-production of the current 
season is complete. 

With writing on the new 
fourth season expected to 
commence in February-March, 
long-serving The Walking Dead 





crew member Scott M Gimple 
looks set to step into the 
showrunner shoes. Gimple 
signed onto the show at the 
beginning of season two and 
has written several episodes in 
his joint capacity as writer and 
Supervising producer, including 
the current season’s sixth 
(‘Hounded’), 11th (‘Clear’) and 
14th (‘Ace Of Spades’) 
episodes. We wish him well. 







Find out more about the 
comic and the TV show at: 
www.skybound.com & 
www.amctv.com/shows/ 
the-walking-dead 







































He wears feathers in his hair. He has a 
cane. And he has (possibly) a pet tiger. 
Who is he? He's new comic book 
character Ezekiel and the cover star of 
issue 108 of The Walking Dead, due to 
hit stores this March and pictured here. 
Aside from these meager facts, very little 
was known about Ezekiel. Until now... 
“The story we are moving into right 
now is a Call to war,” revealed comic 


book creator Robert Kirkman to TWDM. 


“We've got Rick, who is now working 
with Gregory, the leader of the Hilltop 
community, and they have banded 
together with a guy named Ezekiel, 
who is an exciting new character. He 
has his own little community that’s 
part of the overall tapestry that Negan 
and the Hilltop people have been a 
part of for a while.” 

He continues: “Ezekiel has been 
waiting for the right moment to strike 
against Negan. Now that Rick Is in the 


Sa We 


With AMC’s TV adaptation of The Walking 
Dead back on our screens from February 
10 (US) and 15 (UK), TWDM can reveal 
the episode titles, writers and directors 
that complete the rest of season three. 

Kicking off the second half of the 
season was ‘The Suicide King,’ directed 
by Lesli Linka Glatter and written by 
co-executive producer Evan Reilly. 
Reilly also shares writing duties for the 
penultimate episode of the season, 
‘Prey,’ with Glen Mazzara, which was 
directed by Stefan Schwartz. 

Episode 10, entitled ‘Home,’ was 
written by Nichole Beattie and directed 
by Seith Mann, while episode 11, 
‘Clear,’ was directed by Tricia Brock 
and written by Scott M Gimple, who 
has also written episode 14, ‘Ace Of 
Spades’, directed by Greg Nicotero. 
The latter has also directed episode 
12, ‘| Ain't A Judas,’ penned by Angela 


Kang. Meanwhile, Episode 13 is called ‘Pale Horse’ 
and was directed by David Boyd, with Ryan C 


Coleman on writing duty. 


The season finale, entitled ‘Welcome To The 
Tombs,’ has been written by Mazzara again, with 
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picture, things are starting to organize 
in a way that seems realistic for them 
to confront Negan in a very real way. 
What we'll experience in the coming 
issues is a march to war, and things 
are going to get explosive and pretty 
crazy as these groups band together to 
try to take down the Saviors to make 
their lives easier and better. It’s going 
to be a confrontation on a larger scale 
than we have ever seen in The Walking 
Dead before. So that’s cool.” 

TWDM wonders if there are any 
further clues to be garnered from the 
new character's religious name. Could 
this Ezekiel be a modern prophet with 
the ability to see into the future? Or 
maybe he’s a false prophet? 

Chances are we're wrong — and 
Kirkman isn't saying any more! — 
but Ezekiel has already made a 
big impact, despite not having yet 
uttered a single word... 


Ernest Dickerson in the director’s chair. The pair 
previously combined on the season two finale, Season Three airs 
‘Beside The Dying Fire,’ co-written with Robert Sunday nights at, 


Kirkman, and season three opener, ‘Seed.’ Friday ote at re 


And there you have it — the second half of ‘on FOX in the UK 
season three in a nutshell. — 





Scott Garfield/AMC. Jon Leibson. Frank Ockenfels/AMC. Rick Zwicker/AMC. Aaron T Harvey from commongroundcreative.com 
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A fulixtoundeup ofeverything 


In 2013, The Walking Dead 
turns 10 years old and will look 
to celebrate the event in style. 
After debuting on October 8, 
2003 with a print run of less 
than 10,000, the comic has 
since grown to be the largest 
independently published book 
out there, with the momentous 
issue 100 (pictured) selling 
more than 365,000 copies. With 
a Sales figure like this, it should 
come as no surprise that The 
Walking Dead #100 finished top 
in the comics bestsellers list for 
the year, published by Diamond 
Comics Distributors. 

And the series shows no 
Sign of ending any time soon. 
The writer of the series, Robert 
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Kirkman, told TWDM: “It’s 
awesome that we’re hitting our 
10-year mark. It’s very cool that 
The Walking Dead has grown into 
what it is, but | feel like | have a 
lot of work to do to get us to our 
next 10-year mark, so that’s what 
I'm focusing on now.” 

Although no official plans 
have been announced yet, 
TWDM expects that New 
York Comic-Con 2013 will 
be the perfect place to 
celebrate The Walking Dead's 
decade of comics excellence, 
especially as it traditionally 
falls in the same month as the 
anniversary, October. 

Here’s to another decade of 
The Walking Dead! 
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mm Peavey and Skybound have teamed up to 
produce something pretty special for all 
you guitar-playing fans out there. Check 
out the forthcoming The Walking Dead Predator guitar, 


due for release in 2013. 
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Founded by Hartley Peavey in the 1960s, Peavey is now one of 
the most respected and largest makers and suppliers of electronic 
guitars in the world, and as such, the company was the perfect 
partner to produce this limited edition instrument. The body of 
the Predator features exclusive artwork from resident The Walking 


Dead artist, Charlie Adlard — 


picturing lead character Rick Grimes 


with a shovel in a silhouetted graveyard on a red background. 
Meanwhile, the headstock features the Peavey and The Walking 


Dead logos. 


Given how cool this looks, T7WDM imagines there will be a fair 
few fans out there playing Bear McCreary’s theme tune to the AMC 


series on this bad boy until their fingers bleed. 


TOY STORY, 


If you read last issue’s interview with 
McFarlane Toys founder and comic 
book legend Todd McFarlane, you'll 
no doubt be eager to get your paws 
on the new Series Three range of 
action figures. Good news: the wait 
is almost over! 

McFarlane Toys has 
announced the new range will 
be released in March, and it 
includes some exciting additions 
(pictured here). 

Firstly, there’s everyone’s 
favorite prosthetic-handed bad- 
ass Merle Dixon, complete 
with an impressive arsenal ss 


of assault rifle, bayonet, _*% 
5 

—, 
iL yen: 
, 


knife and pistol. 
Then there's 
action heroine 
Michonne, who 
comes with a 
removable 
poncho, 
and katana sword. 
For those who 

prefer their characters 
dead rather than 
living, you can pick 
up Michonne’s two 
‘pet’ zombies. 
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This gruesome twosome include 
backpacks, neck chains and 
removable arms and jaws. The final 
figure in the line is the awesome 
Autopsy Zombie (above). Remove 
his shirt and you will be treated to 
either a semi-digested hand or a 
consumed woodchuck. 

McFarlane Toys has also 
confirmed it is working on the 
limited edition DVD box set of 
the AMC TV series, released by 
Anchor Bay in the US. 

Although the company is 
remaining tight-lipped about 
what the design of the box set 
will be, fans will remember 

» the awesome zombie 
head that McFarlane 
Toys designed for 
the season two 
limited set. The 
Blu-ray/DVD 
will almost 
certainly 
land this 
Fall, and 
TWDM will 
hopefully reveal 
all next issue. We 
simply can’t wait! 
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Telltale"Games’ rollicking The Walking Dead video 
game chalked up an impressive number of ‘game of 
the year’ awards as 2012 drew to a close. 

First up, the entertainment channel Spike 
crowned it the Video Game of the Year at its 
Star-studded 10th Annual Awards ceremony, 
which was hosted by the ever-cool Samuel L 
Jackson. Other awards the game picked up at 
the ceremony included Best Performance bya 
Human Female (Melissa Hutchison, who voices | 
Clementine), Best Downloadable Game and Best 
Adapted Video Game. The Walking Dead comics 
creator Robert: Kirkman was on hand at the 


awards\to witness thégold rush. 


USA Today also voted The Walking Dead 
its Best 2012 Video Game. “Next time anyone 
questions the video game industry’s ability to tell 


It’s often said that the best 


things come in small packages. 


While this may not be strictly 
true for everything in life, it 
certainly is when it comes 
to Minimates — Diamond 
select Toys’ range of two-inch 
articulated action figures. 
Regular readers of this 
magazine will know we have 
something of a penchant for 
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THE 
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Stories,akin to. movies and television, point them 
to Telltale Games’ brilliant.interactive adventure,” 
enthused the paper. 

Elsewhere} thelgame ar-]0) 0-0 magi-mce)om-yele) me)e 
influential techsite Mashable’s 10 Best Video 
Games of 2012, whieh.dubbed it “one of the most 
visceral experiences ever Offered by the medium.” 
GameBeat also gave it the top prize, praising its 

Pe Stress-inducing storytelling.” 

ll in ally t's been an incredible year for 
Telltale, wath its. comic book-inspired game picking 
up GOTY gongs from Darkstation, GiantBomb, 
Metacritic, GameZone, GamesRader, Yahoo Games, 


Digital Spy, E! Online and many more. 


these pint-sized figures — the first 
set of figures lovingly sit atop our 
workstations — so you Can guess 
we were somewhat excited by the 
news that a third series is being 
released later this year. 

Much like the successful 
previous two series, each set 
will feature a popular character 
from the comic book alongside 
a choice zombie figure (pictured 





Season two of Telltale’s game will be released 
later this year — TWDM will let you know a release 
date as soon as we hear. 





here). Figures you can now 
cast In your own pint-sized 
adventures include Rick in 
his riot gear, with a Guard 
Zombie; Dexter and Dreadlock 
Zombie; Prison Hershel and 
Farmer Zombie (which will be 
a comic shop exclusive); and a 
battle damaged Prison Tyreese 
with Farmer Zombie (another 
exclusive variant set). Yikes! 





ZY We trawl Twitter for fun 
Walking Dead tweets so you 
don't have to... 


“Stephen King names The Walking 
Dead as one of the year’s best TV 
shows!” @WalkingDead_AMC 

“|'m attending the VGAs in support 
of @telltalegames Walking Dead 
game. | hope | get to hi-five Samuel 
L. Jackson!” @RobertKirkman 

“Just mailed out over a thousand 
signed photos... first batch of MANY 
boxes. Thank you for all of your love 
and support! Xo” @Laurie_ Holden 
“solid year. let’s do it again. happiest, 
people.” @StevenYeun 
“thankyouguyssomuch seriously best 
year so far. thank u. xxx love all y’all” 
wwwhigbaldhead 

“excusez-moi, ol est mon passeport? 
oh, ici il est!” @mcebridemelissa 
“Michael Buble Christmas is MAKING 
y day. That and my satisfyingly 
uddy wellies.” @LaurenCohan 
“Favorite moment of 2012: taking my 
mom and dad to The Walking Dead 
premiere in LA.” @emmykinney 
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@RobertKirkman; @Laurie_Holden; 
@StevenYeun; Norman Reedus 

@wwwbigbaldhead; @emmykinney; 
@ChandlerRiggs; @LaurenCohan; 
@ 
@ 
@ 
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mebridemelissa; @EmmaBelll7; 
davemorrissey64; 
Michael_Rooker; Gale Anne Hurd 
GunnerGale; @bearmccreary; 
Chris Hardwick @nerdist; 
@SKYBOUNDENT; @ImageComics; 
@WalkingDead_AMC; 
@AMCTalkingDead; 
@WalkingDeadMag 
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THE SWORD | IN ‘THE POLYSTONE 


San Diego Comic-Con is a highlight in most 
genre fans’ calendars, and this year will 
prove to be no different, with hundreds of 
companies showing off their new wares 
to a demanding public. All the different 
facets of The Walking Dead will 
naturally be in attendance at the 
four-day show, which kicks off on 
July 17, but look out for the Gentle 
Giant stand, because it will be 
showcasing something a little bit 
special this year. 

As well as its Walker Horde 
Army Men (pictured above), 
zombie bookends, prop replicas 
and mini busts, Gentle Giant 
will be unveiling an exclusive 
Michonne statue this year. 

Modeled on a life-cast of Danai 
Gurira, who plays the character in 
AMC's TV show, the 18-inch statue 
is crafted in hardy polystone and 
is the first in a new range of The 
Walking Dead statuettes from Gentle Giant. 

Alongside this, Michonne will be joining 
Sheriff Grimes and the Well Walker mini busts. 
Pictured here in its preliminary stage, the 
finished version will be hand-painted and will 
also be making its debut at this year’s SDCC. 



















POLL POSITION - 


As issue three of TWDM was 
going to press, season three of 
AMC’s The Walking Dead was 
nearing its conclusion. So we 
want to know your thoughts 
about how this season has 
gone, selecting your favorite 
characters, the most pleasing 
horror moment, best episode 
and so on. We will print the 
results in our next issue, due 
out in June. 


your selection: 
- Favorite episode 


- Favorite moment 


So here are the categories, 
and don’t forget to tell us the 
reasons why you have voted for 


- Favorite character/actor 


- Best gore-gasm moment 
- Biggest surprise/shock of the season 


“We pride ourselves on the fact that we are 
innovators and pioneers of digital sculpting 
in the toy industry,” said Dev Gilmore, vice- 
president of product development at Gentle 
Giant. “Hard surface models are primarily done 
in Maya, but almost everything organic 
is done in Zbrush. We have several 
in-house 3D printers that we use 
to then develop and build or ‘print’ 
each model and part to scale. We 
key and pre-fit all the parts digitally 
as well. Will Harbottle and Peter 
Straub are the two main guys here 
who worked on this and their work 
is very professional. The Michonne 
statue is looking great.” 
Also at SDCC, Gentle Giant will be 
showcasing some special playsets 
for its Walker Horde Army Men 
(as previewed in TWDM issue 
one), based on the AMC series. 
Although the specific contents 
of these playsets are still being 
decided, Gilmore teased what they may contain: 
“The Prison Yard, Dale’s RV, The Woodbury 
Gates, Arena and maybe a little something from 
Atlantic City are all in discussion. We will make 
them if people want them, | know | sure do.” 
We do too, Mr Gilmore, we do too. 


READER VOTE 


Simply email your picks to 
walkingdeadmail@titanemail. 
com with ‘Reader Poll’ in the 
Subject line, or write to us at: 
The Walking Dead Magazine, 
2819 Rosehall Lane, Aurora, 
IL 60503, USA; and for UK 
readers: The Walking Dead 
Magazine, 144 Southwark 
Street, London SE1 OUP, UK. 
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/NEWS IN 
BRIEF 7 


GONG-HO HEROES 
AMC's The Walking Dead won two 

prestigious awards from the International 
Press Academy in December 2012: picking 
up the Best Television Series — Genre, 
and the Special Achievement for Best 
Ensemble — Television awards. 


e 


BREAK OUT THE 
CHAMPAGNE! 
Entertainment website 

E! Online has named 

Danai Gurira as one of its 
Breakout Stars of 2012. In 
an interview with the site, 
the actor, who plays Michonne in AMC's 
The Walking Dead, said she was getting 
used to being recognized in the street: 
“It's weird — some people see it really 
uickly and some people don't. | think not 





The show was also nominated for 


two awards at the 39th People’s Choice 
Awards, held on January 9. Nommed for 
Favorite Cable TV Drama and Favorite 

Sci-fi-Fantasy TV Show, the series lost out 
to Leverage and Supernatural respectively. 





GAMES OF DEATH 
Elsewhere in this issue, [he Walking 
Dead Magazine has playtested two 
zombie-themed board games (check out 
the feature on page 16), but 2013 will 
also see the release of two new board 
ames based on Robert Kirkman’s comic. 
rsions of two Hasbro classics, Monopoly 
and Risk, are due to get /he Walking 
Dead treatment later this year. No images 
to show you yet, but as soon as we have 
them, be sure we will print them. We can't 
wait to see what the ‘Community Chest’ 
cards are going to be like: “You have won 
second prize in a Walker-killing Contest. 
Collect $10.” 


aving the dreadlocks, which are such a 
efinitive part of Michonne’s look, allows 


e to be incognito most of the time.” 
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The Walking Dead comic book creator returns 
to answer our questions (and some of our 
readers’ queries, too) about what 2013 holds 
for the comic and AMC TV series. Among the 
topics covered this issue, Kirkman reveals 
his highlights from the past decade of writing 
the comic, whether The Governor will return 
in season four of the TV show, and if current 
villain, Negan, might get his own novel. 

Tara Bennett 


SPOILER ALERT: THIS FEATURE 


INCLUDES POTENTIAL TV AND 





COMIC BOOK SPOILERS 


There are a few. Certainly the 
prison storyline and everything 
involving The Governor is a 
high watermark for the series. 

I'm really excited about 
the little things that happened 
after that, such as the 
encounter with the Hunters, 
which is a big turning point in 
the series. | look at that and 
think it's something | need to 
top at some point. 


The current era of the comic 
~— with the community versus the 
Saviors and Rick versus Negan 
— iS going to be another high 
watermark in the series. 

If everything good in the 
series had happened in the first 
20 issues, | would be a little bit 
Shakier about this thing going on 
so long. It seems the high points 
that everybody has enjoyed have 
been spread out over the run, 
and a lot of them are happening 
in the current issues. 

It’s always a game to top 
what you’ve done before. But 
when | sit down to write an 
issue, | do have a story in mind 





Rick has had 
enough of the Hunters, one of 
Kirkman's favorite stories from 
the past decade of writing the 
comic. The 
Governor's story seems far from 
over in the TV series. But will he 
be around for season four? (‘Say 
The Word’) Steven Yeun’s 
Glenn is having about as much 
luck in the show as the character 
did in the comic (‘When The Dead 
Come Knocking’). 








——————— ee ee a 


or a scene | want to outdo, so 
| do feel like I’m always competing 
with my younger self. 


In March, we're doing a Walking 
Dead Governor’s special, which 

is going to have a Governor story 
that first appeared in a charity 
book. This will appear in a Walking 
Dead book for the first time. 

It predates the timeline of the 
comic book series, so you get to 
see The Governor in his very early 
days and get more insight into his 


ROBERT KIRKMAN 





character. The story actually ties in 
with the novel series, so there are 
more layers. We are also reprinting 
the first appearance of The Governor 
in that special. 


The end of any Governor story is 
going to be explosive, insane and 
worthy of that character. | will say 
that it’s not set in stone that this is 
The Governor’s season. The end of 





Megan Mack. Gene Page/AMC. 





season three may be the end of The 
Governor's storyline, but it may not 
be... That remains to be seen. 


Thankfully, I’m able to do other 
things while I’m working on The 
Walking Dead. |'ve been doing this 
for a while, so | don't think that’s 
going to be an issue. 

| feel like The Walking Dead is my story to tell and if | allowed 
someone else to start telling it, it wouldn’t be the same story no 
matter how good — or even possibly better — it would be. | feel like 
it's going to be a story with a beginning, middle and end, and | 
plan on telling all of it. 

At some point far, far in the future, when | feel like it’s time 
to wrap the whole thing up, | will end it rather than hand it over 
to someone else. But | don’t 
want to scare anybody, because 
| plan to do hundreds and 
hundreds of issues. 








exists because of the comic book series. 
| feel like even if | have made some 
mistakes along the way, those mistakes 
were valuable to the series and cool 
things came from them. | do regret 


it does limit that character quite a bit 
and there Is a lot of fudging that has to 
be done to make his actions feasible 
sometimes. But a lot of cool stuff came 
from that, so | don’t think | would 
change it if | went back. 

| am really proud of the fact that the comic book does have a 

plan. | know exactly where | am going at all times, but | have the 
freedom to turn on a dime and do things like cut off Rick’s hand, or 
decide Abraham is going to die, for instance. | get to play with those 
consequences the same way someone in real life would play with 
the last-minute consequences. 

Being able to think on my feet Is really entertaining to me and 
unique to comics because 
you can’t do that ona TV 
show. With TV, everything is 
discussed for hours in the 

writers’ room, working 
things out with the 
producers and 
figuring it all 
out before 
filming 


ZY starts. 
















Not really. | think the television show only 


cutting off Rick’s hand so early, because 


WHATEVER 
HARDSHIP 
COMES OUT OF 
THIS AGRCOCML NT 
iT WILL BE / 
WORTH IT. jf 
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RUN A TRAIN ON YOUR BOY. 


YOU WANT TO 
KEEP ACTING TOUGH, 
LIKE I STILL NEED TO 
BREAK YOU... AND I'LL 

HAVE A FEW OF MY BOYS 


LEAST A FEW 
HERE THAT’D 
BE INTO THAT 





“Being able to think on my feet is really 


entertaining to me and unique to comics, 


because you can't do that on a TV show.” 


Vike Yaddow wonders if you plan to do any 
Negan novels? 

There’s always a possibility. We have our third 
book to get out for The Governor trilogy first. 

Once that’s out, | will assess how much fun 
it was and whether or not we’ll go down that 
road again. And if it will be about Negan or 
another character. 

There is definitely a possibility that there 
will be more novels. It is just a matter of sitting 
down and deciding what | want to spend my 
time on next. 


B Trate wants to know what the status is of the 


Thief Of Thieves TV show? | Thief Of Thieves is 
nother monthly comic created by Kirkmal ed] 
AMC has optioned it and I’ve been working with 
the talented producer/writer Chip Eglee, who 
worked on the first season of The Walking Dead 
TV series, to develop it. He’s writing the pilot 
script and we hope to get it on the air. 

It’s definitely a possibility, but there's still 
a lot of work to be done. | think it would make 
a great television show though, so my fingers 


are crossed. ® 





Kirkman 
regrets some of his early 
decisions, such as chopping 
Rick's hand off (bottom left), but 
enjoys the freedom he has to, for 
instance, kill off a character 
whenever he likes, such as poor 
old Abraham here (above). The 
back story to current arch villain 
Negan (top left and left) would 
make a compelling novel, we 
think. But first The Governor’s 
story needs to be completed. 


SEND 
TWDM 
YOUR 
ROBERT 
KIRKMAN 
QUESTIONS 


We've had our turn, dear 
reader, now it's your 
chance to ask Robert 
Kirkman a question 
about anything and 
everything to do with /he 
Walking Dead universe. 
Send your questions 

to walkingdeadmail@ 
titanemail.com) and we'll 
put the best ones to the 
man himself next issue. 
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the safety of the last one, while picking up survivors 
and supplies along the way. The danger comes in 
the form of task cards — fail the task and you pay 

a penalty, such as losing rations, or worse, picking 
up a damage token: three of these means death. To 
complicate things, every time you move a square (or 
hexagon, in this case) you leave a zombie token in 
your wake — these range from a paltry two zombies 
up to six (or at least this was the highest number of 
zombies we encountered in one go). 

Battle commences via the dice, which are 
specially marked — if you get a zombie head, it 
means you've killed a zombie. If you get a ‘Blam!’, 
then you've created too much sound and every square 
around you fills up with a zombie token — something 
that one of our players learnt to his cost (we didn’t 
laugh at him, honest!). 

After 60 minutes of play and with all of us refusing to join 
forces, preferring to go solo, we have all been eaten by the zombie 
hordes, some more spectacularly than others. You join us at our 
post-play debrief... 

That was really good fun, it nails the survivalist nature of The 
Walking Dead. 
It’s quite a hardcore strategy game, with a lot of rules and 
playing pieces. It’s probably not the game to pull out at Christmas 
and play with your grandmother. Having said that, that was our first 
playthrough and we didn't have any trouble. 
It was a little bit complicated. | got surrounded by zombies at 
one point, and realized, ‘Damn, |'ve got to get through that somehow.’ 
We did have to help each other out at the start, but once we 
got the hang of it the strategy element really came to the fore. | was 
dishing Toby out a health card in the hope he would do me a favor 
later on. As it happens, we both got slaughtered. 

It is worth noting that | got obliterated. | had three tiles 
with five zombie tokens on them. [Picks up a short stack of zombie 
tokens and starts counting them up.] This is how many zombies 
| would have faced...Five, 10, 13, 18...22! |'m fighting a herd. 

This game really captures the feel of The Walking Dead 
and zombie movies. The further into the game you go, the worse 
the situation becomes; the zombies keep multiplying. We had one 


forces. 





The 7WDM team refuse to join 
Cryptozoicn’s 
board game offered lots of laughs. 

Going social with the AMC 
Facebook game. 


playthrough, and it’s worth 
pointing out no one won. 
We all died. 
| think the second 
playthrough would be 
different though. 
| wonder if it will be 
more common that no one 
wins this game. 

Something we 
didn’t try, although 
we were offered the 
opportunity, was joining 
our forces. 

The frustrating thing 
is, had Stuart and me 
done that — you with your 
combat power and me with 
my foraging skills — we would have killed it. | would 
have given you so many cans of beans to power 
your zombie slaying. 
I'm just not a trusting person. [Laughs] 

We did try to sabotage each other, which is 
almost certainly the worst way of playing this. 

At the start, it was really difficult to win any 
challenges, because you have no resources. As you 
play on, those things become very precious. The 
game seems to evolve as it goes. 

It definitely feels like playing the comic book, 
and the artwork helps with that. 

The depth is there and the aesthetic is great. 
And now begins the even longer task of 
clearing up the board. 


TALES FROM THE CRYPT 
With no winners so far — and let’s 
face it, all egos popped — we move § 
straight on to the Cryptozoic The 
Walking Dead board game, which 
is modeled on the AMC TV series, 
specifically the first season. With 
a more simplistic, but equally 
well-decorated board, the first 
thing we notice as we dive straight in is that it lacks the strategic 
edge of the Z-Man game. However, we did find 
a few more belly laughs ringing out around the table. 

Selecting a character from the show, each of whom has 
a relatively minor boon, we are placed on a Pacheesi-esque 
board, and dispatched to collect location cards from each corner 
of the map. Zombies are encountered on every square, and are 
fought by a combination of rolling a combat die and playing Top 
Trumps-style fight cards. At first we were a little thrown by the 
simplicity of the game, but it really came into its own when two 
of our number died, only to return as walkers. Now the chase was 
on — the two reanimated players’ objective was to hunt down the 
two remaining survivors and chow down. Teamwork for both sides 
became essential to victory. 
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KEEPING IT SOCIAL 
From one AMC licensed property to another: 
The Walking Dead Facebook Social Game. 
This turned out to be another fun trip to the 
land of infected Georgia, available for free on Facebook, but with 
various purchasable goodies available. Although a single player game, 
we were all instantly a little hooked on this one. 
After creating our character, we are put into a story mode that 
mirrors that of the TV show, meeting characters and situations with 
a familiar feel — all helped by Bear McCreary’s theme music blasting 
out every few minutes. The game itself is straightforward: It’s an 
isometric point-and-click game, a bit like a stripped down XCOM, with 
combat and resource gathering the main objectives. 
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Given a choice of weapons and play styles, we equipped 
our trusty hunting knife and headed into the fray, only to find the 
game's funniest/most disturbing feature — it casts your Facebook 
friends as the zombies. After beheading two former colleagues and 
filleting another, we were given the option to post a message on their 


wall proudly proclaiming “| just killed such-and-such with a knife.” 



































On this occasion we declined, although the 
temptation was there when we blew another 
TWDM writer's brains out with a rifle. 

It’s terrific fun, and the social element is a 


great way to put off working — fans will love the 


authenticity, and seeing as the game is free to 
play, it’s difficult to find something not to like 
here. Here are our immediate thoughts... 

| really liked this. Especially as it’s free. 
It’s got the pick-up-and-play factor. 

There was quite a lot of customization 
as well, which was good and something 
| wasn’t expecting. 

The Facebook friends being zombies 

was very amusing. 

Yeah, there was a lot of grisly joy to 
be had with that. It looks pretty good, too, 
considering it’s a free game. 

I'll be signing up to it when | get home. 
It was pretty fun. 


ASSAULT ON THE SENSES 

From a free social game — where we could 
all be winners (and losers — all of us died at 
least once), we moved on to the Gamagio 
iOS game, The Walking Dead: Assault. A 
real-time action/strategy game based on the 
comic, we tested this on both an iPhone 4S, 
running iOS 6, and a first generation iPad 
running tOS 5. We found the game ran as 
smoothly on Apple's ‘generation challenged’ 
tablet as it did on the newer iPhone. [And 
we've since also had it up and running on an 
iTouch 4 — ed.] 

Using an isometric viewpoint with crisp 
monochrome graphics, the game's first level 
sees Rick awake alone in a hospital, the 
main task being to collect resources 
and kill all the zombies. You tap 
the screen to move a character 
around, and combat (with a 
choice of ranged and melee 
weapons) Is automatic when 
a walker shambles into 
range. Go too gung-ho with 
firearms and the cacophony 
may bring a herd. Later levels 
unlock more characters and result 
in the player controlling a group of up to 
four survivors, each with different special 
moves and weapons, which introduces 
more of a strategy element. 

During extended play, the later levels 
ramp up the difficulty and the strategy of 
different group compositions comes to the 
fore. This is an effective and cheap handheld 


game (and it’s just got cheaper since February, now 
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control and is caught up in the immersive storyline and 
believable characters in Telltale’s game Telltale’s 


lead characer, Lee, has a close encounter. 


The Facebook social game proved a big 
winner with all of us. Assault earned thumbs up for 
its authentic aesthetic. Stuart takes 
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retailing at $0.99) that makes a nice way to plug the boredom of 
your daily commute. Here are our thoughts... 
Stuart: Really nice graphics, not a lot of depth, but then it’s a mobile 
game after all. It made me think of old-school games such as 
Alien Breed and Gauntlet both of which | loved. [There are 
nods of agreement from everyone in the room.] And it 
really captured the Adlard artwork well, despite the 
small screen. | would sum it up by saying it's a 
great way to waste five minutes waiting for a train. 
Toby: For a buck, | could happily play this, sat on a 
bus commuting to work. 
Russ: You play iOS games for five minutes at 
a time, and I'd be happy to play this. Do a 
couple of levels at a time — done! 
Sam: The aesthetic is the star — it’s really 
nicely put together. It’s simple, it’s effective. 
It’s like playing the comic book. The nods to 
the mythology were also really good. 





CLEM CHOWDER 

Now it was time to tuck into the final game on our playlist: Telltale 
Games’ The Walking Dead — The Video Game. Another single player 
game, we took it in turns to control main character Lee as we led 
him through choice events picked from episodes one, two and three. 
It was easy to see why this game has been picking up Game Of The 
Year awards all over the place. 

Using an attractive cel-shaded look, which brings to mind 
the comic book aesthetic (albeit in color), the game starts off by 
introducing us to Lee in the back of a police car bound for prison. His 
spell in the joint is cut short when the car is waylaid by the zombie 
outbreak, and after a frantic escape, he finds himself teaming up 
with a young girl called Clementine, determined to protect her after 
the disaster has claimed the lives of her parents. 

Controlled by a point-and-click style reminiscent of Broken 
Sword and its ilk, the aspect we liked the most was how the player’s 
attitude to dealing with other survivors is critical to the story. When 
walkers are encountered, they are generally dispatched in intense 
quick time events. Combat has a heavy, gruesome feel, with one of 
the first enemies we encountered ending up with a skull turned to 
tomato paste thanks to a nearby claw hammer. 

The feel of The Walking Dead is all through this game, and as we 
journeyed through the world, we were pleased to note that the idea 
of the living being as dangerous as the dead was present and correct. 
One sinister farm-dwelling family, in particular, had a grotesque secret 
that had us choking on our cheesy snacks as the truth was revealed. 

The main thing we took away from this game was how much we 
genuinely cared for the characters. We wanted to help Clem, we 
wanted to see Lee find redemption and freedom, and most of all, 
we wanted to survive. Its authenticity really took us further down 
the rabbit hole than we would ever want to in real life. We felt like 
these were genuine people with very real and terrifying struggles. 
Comparing your ‘choices’ with everyone else who's played it at the 
end of an episode was also a nice touch. Although very much a one 
player experience, we all enjoyed seeing how events unfolded... 
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The look was key again. It looks really nice. It’s got a very 
compelling plot and characters. 

The farmyard episode was sick! Very good. It feels like a motion 
comic. It would be interesting to play it on an iPad. 

The gameplay didn’t win me over, but | liked the story. | would 
definitely want to play more of it to see what happens. 

Don't ask! I’ve finished it and it’s emotionally devastating. 

From what I've seen, | definitely want to play it. 

I've played this through twice now, once as a good guy and once 
as a bastard, and it was interesting to see how differently the episodes 
played out. The ultimate story is the same, but the journey changes. 
It’s honestly one of my games of the year. | can’t wait for season two. 

And that was it — one Walking Dead games day done and dusted. 
If the day proved anything, it’s that the games themselves are the real 
winners. With our bellies full of snacks and our heads swimming from 
too much alcohol, we headed off to our respective homes, emotionally 
drained but happy that reality isn’t as devastatingly hardcore and gory 
as the games we’d just played. * 
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Continuing with our bumper games feature, we have a special 


look at the new /he Walking Dead video game from Terminal 





Reality/Activision, Survival Instinct. The game follows crossbow- 


wielding Daryl Dixon and his brother Merle’s journey through 
infested Georgia as they try to find safety In a prequel to AMC’s 
TV series. TWDM talks to the game's creative talent about what 
Matt Chapman 


gory delights to expect. 


cstatic!” That’s the word Angel Gonzalez Jr, creative lead 

at Terminal Reality, uses to describe his team when they 

found out they’d be working on The Walking Dead: Survival 

Instinct. As any self-respecting group of artists would do 

in that situation, the crew kicked back and began to 
chain-watch the box sets of seasons one and two. Tough gig... 

“We immediately started playing the show round the clock in 
the office. | think we all watched the first two seasons at least 
150 times and didn’t get sick of it,” Gonzalez reveals. “We looped 
those endlessly because we wanted to immerse ourselves in that 
world so we could then recreate it in the video game.” 

Based on AMC’s television series, the Activision game, which is 
being developed by Terminal Reality, sees players assume the role 
of crossbow-wielding survivor Daryl Dixon, as he and his brother 
Merle try to reach the supposed safety of Atlanta. As such, it’s 
roughly a prequel to the events in the first season of the TV show. 

Gonzalez admits that Daryl wasn’t the most liked character 
when they first started talking about writing a prequel story for 
him, with the audience almost at a 50/50 split back then. Yet 
his introduction into the AMC television series, with mystery 
Surrounding his origins, made him the perfect foil to create a 
backstory around. 


“When he walked out of the brush and 
you saw him for the first time, you really 
knew who he was. He didn’t have all this 
baggage that he was bringing with him. He 
walked up, killed the deer, killed the walker 
and he’s like, ‘Come on guys.’ His character 
was already fleshed out and these other 
characters were all growing,” explains Gonzalez. 

Terminal Reality is quick to point out that the game isn’t being 
seen as part of the official canon for The Walking Dead, and is 
viewed as a separate story. However, its production team still had 
to get their ideas signed off by AMC. 

“We've been in constant back-and-forth with the producers of 
the show and it was a nice collaboration. There was a little bit of a 
‘20 questions’ situation where we were like, ‘Can we do this?’ ‘No.’ 
‘Can we do this?’ ‘Yes,’” adds creative director Drew Haworth. 

What has amazed all at Terminal Reality is how much their 
ideas have mirrored the actions of Daryl’s character in the first half 
of season three. 
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“When we first started working on the game it 
was really early in the second season. And some 
of the stuff that we've been able to come up with 
on our own has led into all the awesome action 
of the third season. It was very serendipitous,” 
Gonzalez says. “In the season premiere for the 
third TV season they were doing some things they 
hadn't done before. And we were like, ‘Oh, that’s 
great, it ties in exactly.’” 

The title of the game — Survival Instinct — gives 
a Clue as to the kind of gameplay fans can expect. 
Gonzalez says the aim is to put the player in the 
shoes of a person in that post-apocalyptic world, 
hence the first-person view. It also means players 
will need to deal with aspects such as limited 
resources, the nightmarish walkers and, perhaps, 
their fellow survivors, too. 

The difficulty of the game won't be determined 
by a choice on the first menu screen (such as the 
easy, medium and hard settings found in many 
titles), but by the choices the player makes. 

The game's first-person action will be driven by 
factors such as the amount of items a player has 
available, making resource management key. 
Trying to do everything on your own rather than 
teaming up with other people you meet, even if 
that fits with the outlook of a guy like Daryl, might 
not be the easiest way to go. 
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ls that a crossbow? 
Wonder who the main playable character is? 


Bodies lying on the ground may not be as 
dead as they seem; Merle (and Daryl) have 
been modeled on the actors’ likenesses; 


= we accuse Mr Dixon in the kitchen with the 


lead piping; watch out for the herds 


Here’s what Norman Reedus had 
to say about the game... 


“| worked on the voice for the 
game during the last half of 

the season in Atlanta on the 

weekends. | would go up and 
record the voice. 

The game is amazing. The 
graphics look like Ca/! Of Duty and 
it’s a very smart game. It's the 
story of the Dixon brothers before 
they met up with the camp. There 
are other family members in it. 
There's rebellious Merle, and Daryl 
looking to straighten him out, so 
to speak. It has Daryl going to his 
rescue as much as possible and 
Merle being crazy. 

It’s a really awesome game. 
| have a 13-year-old who plays 
video games, and if this wasn’t 
cool | wouldn’t be the cool dad 
anymore. | was so blown away by 
the graphics and the storyline.” 

Tara Bennett 
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“Not that you couldn't succeed by doing 
that, but you’re going to find it’s really difficult,” 
Gonzalez confides. He also hints that the 
environment could hold some answers to certain 
Situations: “You only have a couple of bullets and 
five walkers in front of you. You know it’s a life or 
death situation, so how do you handle it? Do you 
look around? Paying attention to your surroundings 
will be key.” 

Meanwhile, other in-game choices could 
seem like the right idea at the time but may 
lead to complications later on. Gonzalez gives an 
example of how this will work, using the TV show 
to illustrate: Rick goes to get the bag of guns in 
Atlanta, against the advice of Shane. 

“They ended up going, because at the time the 
overriding thought was we need those guns. When 
they get back, their camp got raided. That was 
something they couldn’t predict, so that’s what we 
are trying to bring to the game,” he promises. 

Both Norman Reedus (Daryl) and Michael Rooker 
(Merle) bring their voice talents to The Walking Dead 
game, and having the two actors onboard allowed the 
Terminal Reality crew to make sure the actors were 
pleased with their digital versions. 

“We went back and forth with them a number 
of times and we iterated and reiterated until they 
were happy with how they looked in the game. 
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We've got a history of that with our Ghostbusters experience with 
Dan Aykroyd and Bill Murray,” Gonzalez remembers. He also jokes 
that they didn’t bother to ask the undead walkers for their opinion 
— although the man who signed them off can be considered 
something of an expert in that area... 

“Greg Nicotero [executive producer and FX guru on The 
Walking Dead did approve them and he gave us a lot of hints 
about skin texture and hair and teeth,” Gonzalez says. 

While no one likes to talk about a sequel before their original 
project has launched, it’s a sign of the team’s enthusiasm that 
the possibility has already been mooted. In fact, Haworth says the 
“rumblings in the hall” from the developers have added a number 
of different ideas for a second game. 

“The way the game ends provides opportunities for maybe 
continuing that story,” says Gonzalez. “And [after] seeing season 
three, | just know there are going to be even more opportunities 
that arise. And then we just add that to the board of ideas.” 

Haworth agrees: “We've left a lot of doors open in our story to 
go back and take it in different routes.” 


In order to land that sequel, the first game has to be a success. 


So will it bring the rich world of the TV series to life? Or will it 
stumble like a walker blindly following the scent of a survivor? The 
proof will be in the pudding, and so far only a few people have 
been allowed a taste. One of those is Andrew Lincoln, who turned 
up at Reedus’ voiceover recording session in Atlanta. 

Reedus himself got to see the game for the first time and 
was “thrilled by it,” says Gonzalez. Lincoln’s experience, though, 
was more appropriate to the gun-toting sheriff he plays on TV. 





the one who directs the gamer to their objectives. 
by the TV show's special effects guru, Greg Nicotero. 


Like any older brother, Merle Dixon is the one giving the orders. In this game, he’s also 








The walkers have all been approved 
"A bad day at the office, dear?” There 


are hundreds of different variations in the look of the zombies that can be encountered. 


“MMi ddd didi, 


It also proved to be a ringing 
endorsement for The Walking 
Dead: Survival Instinct. 
“Andrew headshot three 
walkers in a row from the very 
beginning,” Gonzalez notes. “He 
said, ‘It feels right and believe me, 
| Know better than anyone. This 
is what | do for a living — killing 
walkers.’ That was a glowing 
recommendation, for sure.” 


The Walking Dead: Survival Instinct 

will be available on March 19 (US) and 
March 22 (UK) on PlayStation 3, Xbox 
360 and Windows PC, and March 26 (US) 
and March 29 (UK) on Wii U. 

For more details, visit: 

www. thewalkingdeadbegins.com 


Here's what Michael Rooker had 
to say about the game... 


“Survival Instinct takes place 
before everything that’s occurred 
on The Walking Dead. Merle is in 
prison and all this stuff is going 
down. Daryl, our dad and uncles are 
fighting zombies and losing. 

“So Daryl’s quest is to go 
find his brother, who hasn't been 
heard from since the world went 
to hell. Merle is in a bad place, 
surrounded by zombies for weeks, 
and he’s gone a little berserk, 
even towards his brother at first. 
When Merle and Dary! finally 
straighten things out, they hit the 
road in search of a safe place to 
hold out, heading towards Merle’s 
old bike club, and in that whole 
process you've got Merle and Daryl 
fighting zombies and me giving 
him directions. My character in the 
game sort of gives him directions 
and tells him, ‘Man, we've got to 
do this now.’ 

“It's going to be very cool. I've 
seen renderings. They've used 
our likenesses. Daryl will look like 
Norman and Merle will look like 
me, and we're killing zombies! I’m 
going to get the damn game, for 
sure. Hopefully, it’ll end up being 
just a really kick-ass zombie- 
killing game.” 

lan Spelling 
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THIS PAGE, RIGHT: Daryl 
shows Carol his chop--, 
ahem, bike (‘Bloodletting’), 
FAR RIGHT: Butwhere’s 
Sophia (‘Chupacabra’)? 
BELOW: The poncho gives 
Daryl that Man With No Name 
lone wolf vibe (‘Say The 
Word’). OPPOSITE PAGE, TOP: 





Datyl in reflective mood after 


dnt 





J 
- | 
ie = 
La 
| et ; 
ry ie 
- }S | 
. “ll 
| aC S 
arte 
's i 
i 
~ ' 
LU 
), | i 
: | 
| 
2) 8) 


2 


nr 
= | 
5 - 
8] 
=~ | 
arta 
\ 


$ 4 
a ‘bh 
dl + 
AJ 
"aie | 
| 
A Ts 
ate cl | 
| 
de ¢)} Vii 
; r 


= 2 
i el =. 
= | 
al Ss ww 
ej O 
; 
, * 


Ail 
aS | 
| ic 
i | Ke ‘ 
M 
Jc 
J VIE 
th 
; *1¢. 
) ati 











MIEW DIXON BROTHA 2.,...0 


De 











me www.imdb.com/name/nm0005342) 


a 











Gva0 ONDITVM aHL 


1 WMO Jey] dopaAap 0] BouUaIDNe ay) pamoyye Aljeas Jey) 
1iS SIY PAJEasd JO Pury ji OS, “uOIZdNIuAJUI YoNs auo Jaye 
JU09 ay ,'UOSPAS PUODAS By] jo ajoUM 


AY] PUI S aQUaIPNe sy] UI SEM alsayy,, | 


“ape sey JaIeeYyD A | ; 
Sly jeu] jaedwi ay} suiysyysaiy ‘sajyoyd sb ABPVEICYY Quy OF 


JO) ¥S2 JO WIL aZIUBODS) OM SUR] Payioxe Oj! us AIB souls sey 
Ag Paydniajul AjjPUdISEI30 SI aH “eyueL}Yy fi , 
JO SJanu]5 ay) Buoje syjem ay Se auoyd jaa SsoJUSIpPne ou} NG ‘ob f, 7 
SI UO WGA 0} Bulyeads si Jayooy ' j 
vain stem sen FOP SN UE pue 
aya ‘Os "Aleg YBnoyy 49eq sa}2eseUD SIYI ‘Buluuibeq eu3 ul 
BUIBUUG Jdey ASU) “BUIDIPSW deja, Saay I 
“USELS S$. 5)J5)4] ‘SHI0 Sala) -Paevol/0] JEU] SyelW pedojeasp Iss 
Seposida al} Ul UMOJU] Bam Jeu} S}UIY ayy yo 
jJ/2 JO SS8Ne38q PU VA}JUM SEM jl ABM ay] JO asneseq ‘Buljaaj & pey 
ysnl | "y2eQ 2] P,| JEU) ans 10) Mauy | ‘[,euqesedny),] uoIsnjap eB se 
OM] UOSPas Ul aoueuPadde Aw Jaye ‘vay \)2 je jl Paddeas pj way 
MOU AIBA) 1,UPIP | “apl sjouMm ay) patolua Apysnosoy) pue MOYs ay] 
JO UE) SUWI}-||N}, © sWestag | pue paueaddesip apayy “JEU) Jayy,, : - 
*‘|Blaj]eu jo Pury 
JEU} @/Y92] 0} Jae || Agu) Jey} eas Ady] Ua UMOp pue dn dwn 
PINo JojIe Auy jAeSs | UPD JEU, BUIJIIM aWOsaMe Sem 9) “UEY OS 
MOUS BY] UO andojouow yseq ay) Ajgeqosd sem jey — [,S07eA,] 
AUO UOSPSS Ul doyoo sy] UO Pey | aNBojouoW ayjj,, “SABS saWOOY 
, SoA Sal pe a50uU] [je “““Rulysasajul “AZes) ‘ppo *joos uaaq §,11,, 
“ASJOAIUN HOO JILUGD S WELUMIIW 
Legoy O Wed use 1,Uae SISsy}OIg UOXIC) SU] JEU] JRO) JOU S.Ja] Puy 
‘JayooyY oy Aj/GNjeu “pue BuruM ay} oO} JayIeveys ay] Oo] JUawesa] 
2S! MOUS SY} UO Jejndod jsow au) Buowe si — gos ; 
yS1921 “Bulysas-Jeyjog "BueYy-aIqQuoZ ‘pauue-aUd 
‘ASU0 UP = Bay JEU] "PauIqulos “pea 
SuIM/EA af JO OM] PUP BUO SUOSeas UI UOXIG 
A/a, S@ SaIUBIRadde UaaJISUO SI [0 j2}0] Wns 
#1) S JEU) ‘JayYOOM |SEYDIYP) JOJIE Oo} Buipiosay 
“Sa}NUIL J/Py e PUe Wane 















OVa0 SNDITVM 3SHL 


Suyjads ue| :/\/\3| Acero 
aUlolUrclUUlelerslelemel=i-l@) 9) |-7,\,) -1 le) 
BulyjJewios ju! soi |jeuus e WN} pedis Set 
410198 9] 'jNO Puno} GML se PUB “SLeij 
‘QUIOIG JAaP|O payeay-piey ‘pasousyHnoey 

s |Aueq Ojul a4) Buiyjeoig YM Ppebieus 
UBL AU} SI IaYOOY jaeyoyy JeyIolg big 
JaawW O} awl} Ss}! MoU *"'sHulgis UOXxIg 

By} JO yey so1unl ay} JowW BA BM OS 


da5HsS 
HO 












Linney aay 

PEO Say Cla, | WIEBE apeayy 
DE Ci), NOMI 4 Um (LOOT 
vaya S) GUD eS AW 
Ua tw.) out un Een we 
ee RS SI Lica PRA) NA 
| Pur eg 

BO “aEFayy eae TueN Ep 
LE || 
BES. Uh AL ey 
(it ah po ao | 
(age PEYIT ay Doi 





“| enjoy surprising the audience. 

Every episode, | try to give them a 

little more and take away a little more -"~~ 
of what they thought about Merle.” 























he is. That was interesting, because | developed the character in 
the beginning, and then just let it go, and the audience has since 
given life to Merle. 
“This is really what | do,” he continues. “| lay down a role. 
| go and do my work, and | don't like to explain it all. | don’t 
like to hit the audience over the head with exactly what’s going 
on, so it’s kind of cool when the audience helps you develop 
the role. It’s interesting. | mean | love doing that too when I’m 
watching a show — | don’t want to know exactly what they’re 
going through, what they’re feeling. I'd rather see a character 
not say something, and you see [what they're feeling] in their 
eyes. To me that’s way better, and that’s what was going on 
with Merle.” 


That last comment brings Rooker back to his seven and a half 
minutes of screen time in the episodes ‘Guts,’ ‘Tell It To The Frogs’ 
and ‘Vatos’ in season one, and in season two’s ‘Chupacabra.’ The 








actor argues that even what was seen on screen, 
as opposed to envisioned by viewers, constituted 
major character development. 

“Merle went through a lot,” Rooker says. 
“You first see him as a crazy maniac, popping 
the zombies’ heads off. People come up and tell 
him ‘Be quiet,’ and he tells them to ‘Go fuck 
yourself!” and ‘Mind your own business!’ So he 
gets into this big brawl, which was actually quite 
fair. Four against one — | thought that was fair... 

“But you see the character in a state of mind 
that is far beyond who he really is and was, 
because he’s high. We never really specified 
what his drug of choice was but it’s probably 
anything he can get his hands on at that point in 
time, given that the world has gone to shit and 
everybody's lost everything. So somebody who’s 
already keen on taking something and leaving 
IPPOSITE PAGE, TOP: Merle is 
left with a tough choice by 
Rick in ‘Guts.’ LEFT: Merle 
returned in season three with 
a rather evil prosthetic. 

SIGHT: As The Governor's 
right-hand man, Merle is not 
averse to bullying others into 
following his orders, such as 
poor Garguilo here (‘Hunted’). 

H!S PAGE: Dream Merle 
sported a rather fearsome 


shaved head in season two's 
‘Chupacabra.’ 


this world and being off in their own mind, 
is going to utilize whatever they have. That’s 
basically where you saw Merle.” 

The current season has seen wall-to-wall 
Dixons — Merle solo, Daryl! solo and, finally, 
Merle and Daryl reunited. Merle, despite the 
presence of a prosthetic arm with attached 
bayonet, has turned out to be somewhat less 
crazy and more reasonable than fans might have 
guessed based on his first big moments. And 
he’s clean now, too. 

“There's nothing in his system so it’s a 
different character,” Rooker says. “People were 
a little surprised at first. They were like, ‘Oh 
my God!’ They didn’t expect to see what they 
saw, and | liked that. | enjoyed surprising the 
audience. Hence, every episode, | try to give 
them a little more and take away a little more of 


what they thought about what Merle has become. 
For me, it’s very cool to get a chance to do that.” 


As for that Merle-Dary! reunion big brother so 
badly desired, anyone who follows The Walking 
Dead knows it may not be long-lived. Reunited at 
last in the mid-season finale, ‘Made To Suffer,’ 
there was no happy backslapping and whooping 
as the brothers finally saw each other. That 
would be far too easy and out of keeping with 
the AMC show. Instead, the so-called “terrorists” 
were ushered into a walker gladiatorial arena 
with a sentence of death hanging over them. 

The citizens of Woodbury smelled blood and the 
manipulative, sociopathic Governor leaned in to 
Merle, uttering the ironic line, “You wanted your 
brother... Now you’ve got him.” 


With the second half of season three back 
on our screens, viewers (and TWDM readers) are 
now aware that the Dixons managed to escape 
The Governor’s clutches — for now. But while 
Merle hasn’t forgotten that Daryl lied to him, 
Rooker says the idea that blood is thicker than 
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water is behind much of what Merle does in the 
rest of the season. “Protecting your kin is a big 
thing for Merle,” he says. “It motivates [all of] 
his actions — negative, positive, violent, non- 
violent, accepting, or non-accepting. Everything 
is motivated by the relationship between him 
and his brother... His whole thrust in life right 
now is about getting back with his brother, 
protecting his brother, hanging with his brother. 
Anyone who stands in the way of that goal is 
pretty much an enemy.” 

The brothers may have managed to physically 
Survive the clutches of The Governor, but Rooker 
says the issue of whether they've survived 
emotionally is more difficult. 

“It’s very complicated and difficult because 
there are bonds that are going to be broken. 
Dary! has made allegiances to these other 
people. He has a connection to them, and Merle 
does not. Merle doesn't give a shit about them. 
Merle only cares about his brother, and that’s it, 
plain and simple. 

“In a way, he’s still living in the past. 

Merle wants his brother to be the brother 

he was before the apocalypse, but Daryl’s 

not that person any longer. So that causes 
disappointment, conflicts, hurt feelings, all 
that kind of stuff. All of that is in any sibling 
relationship — so a sibling relationship in the 
apocalypse, in our situation, it’s going to be a 
little more upfront, right?” 


“Merle is just one of 
those characters that 
ay-\-Mer-le) all g-le Mm el-fe)e) (-e- 
Tantlellarciateyal-mmr- lace Mm Mut mut-le)e)' 
to be the guy playing him.” 





A MOUNTAIN OUT OF A MERLE HILL 
Rooker absolutely nails Merle, but that should 
Surprise no one. He’s an actor’s actor who, thanks 
to his tough-guy face and gruff voice, is cast 
again and again as heavies and/or hard-nosed 
characters, and often in dark material. After 
exploding onto the Hollywood scene as the title 
character in Henry: Portrait Of A Serial Killer, 
he’s amassed credits that range from Eight Men 
Out, Bastard Out Of Carolina and The Bone 
Collector to Slither, Jumper and Super, not to 
mention dozens of television shows. Right now, 
though, fans who meet him want to talk about 
one thing and one thing only: The Walking Dead. 

“That’s already happening, and I'm cool 
with that,” Rooker says. “Whatever is right 
upfront in their brain is what they want to 
discuss. You have to understand, since this 
character first reappeared in the third episode 
of season three, he’s been trending every single 
week, worldwide, on the Internet. Everywhere. 
Anywhere in the world this show is shown, this 
character is upfront in people’s faces and on 
their minds. 

“Merle will probably continue to trend every 
single week,” he continues. “Before | even came 
back, AMC set up this character as somewhat of 
a myth. If anything bad happened on the show, 
people would be speculating, ‘Merle did that,’ or 
‘| bet Merle shot that boy,’ or ‘| bet Merle led the 
walkers to the camp.’ In a very smart way, they 











lt ee 


set that up, intentionally or not; | think it was intentionally. Since 
the character has come back, it’s been amazing to see what’s been 
going on on the Internet. Merle is just one of those characters that 
has captured people’s imaginations, and I’m happy to be the guy 
playing him.” 


The veteran actor goes on to speak highly of The Walking Dead 
cast and crew, and of the experience as a whole. Though he’s 
done a significant amount of TV work, it’s mostly been of the 
one-off guest star variety, meaning he’s arrived on set, done his 
thing and moved on to the next job. Now, with The Walking Dead, 
he’s collaborated with many of the same people. 

“It’s an amazing piece,” he enthuses. “We've got so many great 
cast members. It’s very cool. I’ve always been sort of a lone wolf in 
my acting style and in what | do, so it's interesting to work with the 
same people every day, every week. I’ve never really done that, so 
it's something new for me.” 

Rooker’s connection to The Walking Dead extends beyond 
the mothership show. He and Reedus recently lent their voices 
to The Walking Dead: Survival Instinct (see feature on page 
22), an upcoming video game from Terminal Reality/Activision. 


IE | | Merle 
makes a bloody return in 
“Walk With Me.” RIGHT: As first 
introductions go, this is 
probably not the best; with 
Lauren Cohan (Maggie) in 
‘Hunted’. THIS PAGE: Less is 
more seems to be Michael 
Rooker’s approach to tackling 
the increasingly complex 
Merle (‘Walk With Me;). 
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The game, which will be released at the end of March, is a 
prequel tale that centers on the pre-apocalypse lives of Merle 
and Daryl. Then there's the Merle Dixon action figure, which is 
available from McFarlane Toys. It depicts Merle as one might 
expect: scowling face, left hand brandishing a removable 
assault rifle, and right arm dominated by a jerry-rigged 
prosthetic, complete with bayonet. 

“Oh my God, | can’t wait to take it to the range and shoot it!” 
Rooker exclaims, laughing with just a hint of evil at the mention 
of the toy. “! love it. Doing that is so much fun. | don’t know who 
buys these action figures, but what the hell, why not?” 

We know who will buy them, Mr Rooker — us! 
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ast Asia is bathed In 

its own comic book 

history (particularly 
Japan and its manga 
comics), but translated 
graphic novels are 
beginning to make an 
impact in the region, as 
Ryo Shinagawa, editor 
of The Walking Dead at 
Japanese publisher Asuka 
Shinsha, reveals. (TWDM 
would like to thank Cecilia 
Akiko Kashiwamura for her 
help with this interview.) 


Given that the action is 
US-based and it has 
uniquely American 
characters, how well has 
the comic translated? 
Japanese readers are 
steeped in their own comic 
culture, so what is difficult 
to appreciate is the style 
of comic that The Walking 
Dead uses. It’s so different 
from what Japanese 
readers are used to. 

For instance, the 
sequence of the frames 
in The Walking Dead has 
a different rhythm; the 
thoughts and dialogue 
of the characters are 
presented logically in text, 
with the story strongly 
dependent on the words. 
In contrast, manga comics 
are a visual medium, 
not a reading one, so in 
this sense, The Walking 
Dead could be considered 
difficult to ‘read.’ 

The key to making it 
more accessible is to make 
the translation an easy 
read. But that Is difficult 
to do without losing the 
strong appeal and nuances 
of the original. The text 
is possibly as difficult to 


is extremely strong, eiiu; 
given time, there definitely 
is potential for the market 
to expand. 


Have you found that your 
readers react differently to 
native English speakers? 

In general, | think that 

the reactions of Japanese 
readers are the same. But 
the details of the social 
standing of a character, for 
example, might not be fully 
conveyed. So in a strict 
sense, readers’ reactions 
may differ. But as a 
general rule, the responses 
of Japanese readers are 
not all that different from 
those of English ones. 


How would you describe the 
comic scene in Japan? 
In the past, there was 
a small fan base for 
American superhero 
comics. Besides that, 
translated comics have 
been sparse: it’s mainly 
been the great masters of 
French bandes dessinées 
(mostly Moebius). 

The scene has changed 
these past few years: 
the market for what are 
called ‘graphic novels’ 
(distinguished in Japan 
from US superhero 
comics) has gradually 
expanded with successful 
translations of Alan 
Moore's From Hell and 
Watchmen, and Mark 
Millar’s Kick-Ass. From 
Hell was particularly big. 

We are now witnessing 
a previously unseen 
momentum in translations 
of comics, and The 
Walking Dead is definitely 
contributing to that. 
This expansion of the 
readership is, | think, an 
indication that the stories 
are appealing to a growing 
number of people. The 
Walking Dead has the 
strongest storyline among 
all these titles and has the 
greatest potential. 
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CREEPERS: They may be slow (thanks to constant 

decomposition mostly), but the dead have an unerring ability 

to creep up on you. Which is why Merle Dixon (Michael Rooker) 

rightly calls them “creepers” in season three, episode three ‘Walk SS 


With Me,’ as he readies to off some of the creeping corpses. ae ee oe <— 





THE HERD: tn the comic book, Dr Eugene Porter describes the 
mob mentality that defines the herd — a group of walkers acting as one 
terrifying group. You can see this in the second season finale, ‘Beside 
The Dying Fire,’ where a single walker sees a helicopter and follows it 
to Hershel’s farm, triggering a snowballing of walkers into a herd that 
eventually finds the survivors and ends their brief period of safety in 
the countryside. 

One simple act, like a walker brushing against a door, can trigger a 
chain reaction in surrounding walkers that ends up as a throng of the 
dead banging on that door, trying to get in. The herd is the walking 
dead’s most dangerous form — a wave of biting, gnawing, eviscerating 
living death. 


“THEY MIGHT NOT SEEM LIKE MUCH ONE AT 
A TIME, BUT IN A GROUP ALL RILED UP AND 
HUNGRY — MAN, YOU WATCH YOUR ASS.” 


BITERS: some lurk, some roam, every single one bites (as 
long as they have teeth and jaw). So says Dr Stevens’ assistant 
in Woodbury, Alice — who first appears in issue 29 of the comic - 
about why the population of Woodbury call the dead “biters.” She 
Says that classifying them into distinct categories is a waste of 
time as they're all the same. 

she has a point — there’s a lot of biting in The Walking Dead. 
But, Alice, hobbies are few and far between in the land of the 
living dead, so it’s much more fun having something to get your 
teeth into. Before recent revelations, bites were to be stringently 
avoided because everyone thought that was how you became 
infected. Now we know that if you treat the wound quickly, you 
might actually live. Might live... But those are some pretty mean 
bacteria nesting in a walker’s gruesome mouth. 
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MONSTERS: The ID given to the 


Telltale video game dead, as named by Chet, 
Clementine and Brenda St John. Rick also 
refers to the dead as “monsters” once in the 
comic book. 

In the TV series, it’s used to refer to loved 
ones who have turned, such as 
when Andrea realizes Milton 
has never seen someone he 
knows turn into a walker in 


LURKERS: These are the dead 


who play possum, lurking, keeping 
(ahem) dead still until something 
living approaches... Then they 
bite for all they’re worth! They’re 
commonly just walkers who have 
suffered a massive injury that leaves 
them unable to roam for prey. 

Allen was bitten by a lurker in 
the comic book, forcing his friends 
to amputate his leg — but he died 
three issues later from bloodloss 
and shock. Also in the comics, near 
the start of the prison storyline, 
Dale faced a similar lurker attack, 
but he survived the subsequent 
amputation. A similar, perhaps 
parallel, fate befell Hershel in the 
TV show, after he was bitten on 
the ankle by a lurker in the second 
episode of season three, ‘Sick.’ A 
quick amputation saved Hershel’s 
life, making him and comic-Dale 
the only characters to survive a 
walker bite to date. 

The name “lurker” is most 
common in the comic book, used 


season three’s ‘When The Dead Come 
Knocking.’ As Milton struggles with seeing 
Mr Coleman change, she says, “When they 
turn, they become monsters, that’s all. 
Whatever they once were is gone.” 

The name conjures up the very embodiment 
of the horror of someone you know being 
reduced to a lifeless savage. And don't forget a 
character such as Shane, who basically becomes 
a monster in life and in death. There are many 
types of monsters in The Walking Dead! 





by the people of Woodbury. Special 
mention here must go to “bicycle 
girl,” the first zombie Rick sees 
after leaving the hospital in the 
comic book and the TV series. Even 
though she’s too out in the open to 
do any true lurking, her legless body 
and grasping, gnashing visage so 
memorably summed up the plight 
of humankind in Kirkland’s warped- 
genius imagination. And it showed 
off the awesome work of special 
make-up supremo, Greg Nicotero. 




























FLOATERS: First encountered in the TV series’ ‘Cherokee 
Rose’ in the second season, when Dale and IT-Dog are fetching water 
from a well near the Greene farmstead. They discover a “floater,” 
namely a walker stuck in the well. It has become bloated and 
waterlogged, swelling to horrific, ugly proportions. They decide that 
they can’t just kill it because that could infect the water supply, so 
they lure it using Glenn as bait, rope it and begin to pull it out, only 
for it to be snagged on the lip of the well, split in two and its lower 
torso and guts spilled back into the well. Anyone thirsty...? 


“WHEN THEY TURN, THEY 
BECOME MONSTERS, 
THAT'S ALL. WHATEVER 
THEY ONCE WERE 
IS GONE.” 


EMPTIES: when Paul “Jesus” 


Monroe is caught napping in a 
derelict car by the herd in issue 91 
of the comic, he gets an adrenalized 
introduction to Abraham and katana- 
wielding Michonne. Paul refers to the dead 
as “empties,” referring to their lack of 
brains, presumably, but also maybe their lack 
of soul or spirit. 
There are also dead who are literally 
empty, lacking any internal organs except 
the fetid brains that keep them moving. 








“WE'RE ALL INFECTED, 
OR COULD BE. THAT 
MEANS WE'RE JUST 
WAITING TO DIE BEFORE 
WE COME BACK AS ONE 
OF THOSE THINGS.” 


GUI 


US: In one 


fell swoop, 

the non-bitten 

deaths of 

Randall and 

Shane in 

episode 12 of season two, ‘Better Angels’ — the former by Shane 

Snapping Randall's neck, then Shane laid low by the pointy end of 

Rick’s knife — reveals the truth about the walking dead. Namely, 

it’s got nothing to do with being infected by a walker. Nope, we're 

all doomed to walk the walk when we shuffle off this mortal coil. 
The bites and wounds inflicted by the dead are simply causes 

of death due to blood loss and infection. This is not how the plague 

spread. Something deep inside us all is responsible. 
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WOM on-set reporter, Tara Bennett, 
_ sbiéfore the make-up magic starts 





ZOMBIE WAR STORIES THE MAKE-UP TRAILER 


The old and new swap stories about their other gigs in the 


bustling Georgia film world (The Vampire Diaries and The IS CHOCK-FULL OF 


Hunger Games: Catching Fire are mentioned frequently), 


but it’s clear that The Walking Dead is the Holy Grail of EQUIPMENT, PHOTO 
extras work these days. 
As everyone chats, Greg pulls individuals out of the REFERENCES, AND QS A 
crowd to be made up by the three make-up artists set INSIDE JOKES TAPED i VIL Z ’ 
The hair is made lanky with a 


up in a corner section of the tent. They're doing the 


mid-ground walkers, who are the zombies that fill out the ON THE MIRRORS THAT special conditioner spray 


wide shots wandering from a distance or the wandering 
herds in any given scene. They don’t get the precision SPAN TS LENGTH. 
work that goes into the walkers that are featured in 
close-ups on the show. Those zombies get the distinction 
of being labeled ‘hero walkers,’ and those selected extras 
will get to go up to the main make-up truck where Greg 
Nicotero’s special effects team will have them looking especially ghastly. I'm a 
little giddy to find out that’s where I’m headed... 
It's 5.28 pm, and the sun is setting over the white make-up trailer that 
inside has three chairs lined up side-by-side for the artists to have their 
way with their flesh palettes. The space is chock-full of equipment, photo 


Just two 

references, and inside jokes taped on the mirrors that span the length of of the memorable zombies 
the trailer. that have graced our 

? screens this season; 

I'm introduced to Andy Schoneberg, part of the two-time Emmy 
award-winning KNB EFX Group, which crafts all the special effects make-up KNB EFX Group's 
on the show. If you respect film make-up, then Schoneberg is one of its gods. 9 aembncha 

; / . ; 1e foam Zombie mask to 
The man sculpted the Brachiosaur in Jurassic Park, created the Fuhrer’s Tara's face — it took only a STEP. 3 
make-up in /nglourious Basterds and recently crafted, er, Chow's appendage glance at Tara for Andy to IG ~ Big é 
P 6 y PP S The full facial foam make-up is 


in The Hangover I/. But his day job from April to November is making zombies Bt as 
pieces that would best suit =f carefully applied 


and enabling their clever gross deaths with Greg Nicotero and company. her face 


BLOOD PAINT HIGHLIGHTS GNARLY WOUNDS ON MY NECK 


AND MY INCREDIBLE FLESH-PEELED PROBOSCIS, 
WHICH LOOKS LIKE | LOST A GAME OF “I GOT YOUR NOSE.” 


“I’ve been here since the first episode — all of us 
have,” Schoneberg tells me as | get comfortable in 
his chair. “Mostly we come from film backgrounds, 
so that’s the aesthetic we've lived with our entire 
careers. Greg is the owner of the company and, 

of course, an executive producer on the show. He 
has an eye for quality which he holds us to, and 
that’s good.” 

There’s a line-up of prosthetic pieces on the 
counter (molded in their LA offices) that Andy 
eyeballs to my face. You can see the creative 
wheels turning as he figures out which one 
will work best. He picks up a full facial foam 
prosthetic and places it on my face, smiling when 
it fits almost perfectly. Yes, we’ve found 
our winner! 

Schoneberg starts by spraying my hair down 
with a conditioner that makes my thick hair look 
crusty, dried and lifeless. It’s actually going to 
be terrific for my strands when | wash it out 
later, but right now my locks look unwashed and 
crunchy. Perfect! 

As he works, Schoneberg explains that they 
have turned the show's make-up process into a 
well-oiled machine. “With the first season, we 


had a quite a number of episodes with a /ot of 
zombies, so we learned a lot. We had close to 
200 on one day. We were still establishing the 
look of everything, so things were all over the 
place in terms of color. We've gotten a lot more 
designed since then.” 


Asked how they keep it fresh, churning out 
walker after walker for months on end, 
Schoneberg says, “We all equate it to 
performance art. When you get a person in 

the chair, such as yourself, and you’ve never 
been in the chair before, it’s a new experience. 
Every face is different and so every zombie's 

face is different. We have a broad spectrum of 
prosthetics that we use on people so it will look 
different from one person to another. It’s an 
extemporaneous process. You are creating it on 
the fly. A lot of times, we won't pick out pieces in 
advance. We get someone in the chair and look at 
them and then look at the prosthetics.” 

As for the look they are going for, Schoneberg 
Says Simply: “When you look at a shot of the 
world, the world is in color and the zombies are 
not, so that’s my basic design aesthetic.” 





STEP: 4 fe 


The new zombie chic wear is 
picked out 


The layers of paint are airbrushed in 


Blood splatters are added for that 
fresh kill look 





After finishing the hair, Schoneberg then applies “WE EQUATE MAKE-UP T0 


an adhesive all over my face and neck, which will hold 


the foam prosthetics to my features and body. It’s cool PERFORMANCE ART. EVERY 


on the skin without much smell to it. 


Next, Schoneberg places the full prosthetic on my FACE iS DIFFERENT AND SO 


entire face and the upper part of my chest. The chin 


juts out farther than my own chin, so he carefully EVERY ZOMBIE’S FACE IS 
presses the foam so it attaches everywhere it should, 

with particular attention paid to my mouth area so DIFFERENT. WE CREATE IT 
| can hiss and scowl with freedom later. ON THE FLY n 


He then feathers the edges of the foam into my 
skin with another liquid that’s key to making my new ANDY SCHONEBERG 
skin look like it comes from my own body. It softens 
every edge so by the end of the process it doesn’t look 
like a mask anymore. 





—— 


T A FACE ONLY A MOTHER COULD LOVE 

Schoneberg fires up his airbrush machine and starts painting layers 
over the foam and my own skin. There’s a layer of gray, then purple to 
create bruising, and then black to tip my fingers and create veins and 
emaciated rib outlines on my chest. 

Then the secret to texturing is applied — splatter. Schoneberg goes 
at me with splats of grey, brown, black and rusty red to create skin that 
looks decaying and almost dripping. It brings to life all the cuts and 
gashes on the prosthetic foam, highlighting the wear and tear of my 
undead existence. 

After that, Schoneberg goes in with blood paint and highlights some 
gnarly wounds on my neck and my incredible flesh-peeled proboscis, 
which looks like | totally lost a game of “! got your nose.” 

To finish the look, Schoneberg gives me some water-based gel to 
cover my teeth with brown grime that sticks to the enamel. Walkers 
can't have pink tongues or shiny white choppers, so this covers my 
last vestiges of humanity. Thankfully, it’s pleasant tasting, too. 





After an hour and a half in the chair, I’m 
hideous! | smile at Schoneberg with a face 
that I've never seen looking back at me in the 
mirror before. It’s frightening but exhilarating 
at the same time. | tell Schoneberg I've never 
been this happy to look this horrible in my life. 
To him, that’s a compliment. 


| hop out of the make-up chair and get led back 
into the now dark night by a production assistant 
and get taken over to the wardrobe trailer. 
Costume designer Eulyn Womble meets me 
and takes a look at my outfit in tandem with my 
finished make-up. She explains that with the Fall 
season, she’s created more of a monotone look 
in the walker costumes. “| was actually walking 
through the field near the prison and | thought 
about walkers coming out of the grass, and it’s 
creepy. You won't see them until they’re too 
close. | try to keep it interesting, so that’s why 
you have layers, which add movement but also 


covers up skin, so it doesn’t take 
make-up 20 hours to finish the 
look. The movement it creates is 
spooky and when you bend over, 
the fabric shakes.” 

Womble asks me to extend my 
arms and splatters fresh blood 
along with a yellowish color and 
rust. Now | look more freshly 
undead and wet from possibly 
a recent kill... (What? | was 
hungry!) She approves me to 
leave and with a PA to guide me, 
| make a last stop in the 
bathroom to look at myself in the mirror again. 
| have no frame of reference on how my facial 
movements synch up with my new face, so 
| spend a minute or two growling into the mirror, 
gnashing my teeth and waggling my jaw wildly so 
| can recreate the best performance on set. 

Yes, it’s one of my life’s most ridiculous 
moments, but | need to be ready for my close-up 
and, shockingly, my eventual showdown with 
The Governor... 

| can't wait! 


Every face tells a story 
we're just not sure we want 
to hear this pair's; 

Andy adds one of 
the many layers of paint to 
Tara's prosthetics; 

This prison 
zombie has had a belly-tull: 
Andy's work is so 
good it even shocks him! 
Tara gets into 
character (we think!). 


“| TRY TO KEEP THE WALKER COSTUMES 
INTERESTING, SO THAT'S WHY YOU HAVE 
LAYERS. THE MOVEMENT IT CREATES 
IS SPOOKY AND WHEN YOU BEND OVER, 
THE FABRIC SHAKES.” 



























‘STEP.8 


The pearly whites have gone. Tara's 
dental hygeinist will-have a fit, : 


THE FINAL LOOK 


Goon - give us a kiss! 
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in high school, | decided to get a degree in art education so | had 
a fallback plan if | didn’t make it as an artist or freelancer. When 










worked out well. 


| was in the University of South Florida, | realized | could get a 


double major with more fine arts classes. | did that and it got me 
more immersed in the art school side. | did focus on drawing 


For any budding artists out there trying to 
decide which path to take in regards to 
schooling, what’s your advice to them? 

| think that art school is great. If | did 

it again, | would push towards art and 
design. | enjoyed the teaching aspect, but 
| think if you want to go into commercial 
illustration, going to an art schoo! that 
focuses on the commercial aspects Is a 
good way [0 go. 

Even if you are self-taught, | think you 
can get more with a fine arts degree. There 
are some great artists in Comics who never 
went to art school, but | think in general a 
formal education is a great way to go. You 
open yourself up to stuff you may not even 
know. If you only focus on comics, | think 
you're going to miss out. 

There are some artists who went to The 
Kubert School [for Cartooning and Graphic 
Art] in New York, and I’ve seen more and 
more professionals working now that went 
there. | think if someone really wants to 
get into comics, they should consider that 
place as well. 


You worked for Wizard Entertainment in 
the late 90s. Was that your door into the 
comics industry? 
Yeah, a big part. | took the job at Wizard 
to make more contacts in the business. 
| did freelance work for Wizard’s website 
redesign and when they needed a second 
guy for the web department, they talked 
to me and a couple of other guys. 

| didn’t want to move to New York or 
leave the warm weather in Florida, but 
| figured it would be a good opportunity 


to immerse myself more in the comic book business. That’s where 
| met Chris Eliopoulos, who | started working for and he taught me 


NO, I’M REALLY NOT. I KNOW V 
YOU TRIED EVERYTHING YOU 
COULD TO KEEP THAT WOMAN 
FROM STEALING HER--BUT 

THE TRUTH IS I’M KIND 
OF GLAD SHE’S 


THEM. THAT’S WHY 
I OFFERED FOR 
YOU AND ERIC TO 
TAKE THEM OUT 

IN THE FIRST 

PLACE. 
WE DON’T 

. HAVE ROOM IN 
HERE--I CAN'T 

KEEP THEM INA 
BACKYARD FOR 
WEEKS ON END. 

THEY NEED 

WIDE OPEN 

I JUST 


SPACES. 
HOPE THAT 
WOMAN, WHOEVER 
SHE IS, TAKES 
CARE OF BUTTONS. 
I HOPE SHE’S 
HAPPY. 















how to letter. | never planned to be a letterer, but at the time it 


What do you think Chris saw tn you that led him to mentor you in lettering? 
| think Chris asked me to be his assistant because he knew my 


design sense and my work ethic. My background In design and 





fine arts worked together. Fine arts helps 
with the graphic design, and then the 
graphic design in turn helps the lettering. 

The lettering | do, and most lettering, is 
digital now, so it’s more of a graphic design 
job. Lettering with pen and ink was a 
calligraphy job. It used to be more artistic, 
and the guys who still do it with pen and 
ink are more like artists. I’m more of a 
designer. It was easy for me to pick up the 
mechanical part of it. 


For someone that thinks lettering is just about 
plopping words into circles, explain the 
nuances of what you do. 
The most important thing is that you're 
helping to tell the story and it’s the first 
thing you think about. You have to make 
sure the reader is following the story and 
not getting lost in the word balloons. Most 
people read comic strips in the newspaper, 
but that’s a much simpler layout than a 
comic book 
The key is to keep the story and not 

obstruct the artwork. You don’t want the 
lettering to overpower it. You want it to 
complement and flow. And if I'm working 
on a color book, | want to complement the 
colorist’s work and | don't want my sound 
effects to clash with their work, I’ve seen 
some nice sound effects, but all you see are 
the sound effects aside from the artwork 
itself. So it’s a process of compiementing 
the artist, then the colorist, while helping the 
Story along. 


How did you get the lettering job on The 


Robert [Kirkman] was looking for someone to take over the 
lettering for The Walking Dead and /nvincible because he wanted 











to get the titles out faster. Robert was doing a good job already, 
and had all the established styles for both of his books, and he 
wanted someone to make the transition. It was a good opportunity 
for me because it was the first freelance lettering work | did 
outside of my Marvel work. It opened doors for me down the line. 


Did you go in changing the lettering? 

No, Robert basically wanted me to ape his style and keep a consistent 
look so the readers weren't jarred. | took what he had already done 
and tried to make it a little bit my own, but keep it consistent 

| started with Issue 20, right after Michonne’s appearance 


You've been on The Walking Dead since then, so how have you 
changed the lettering? 

| have tried to be a little more flexible with some of the ways 
people are speaking to try to emphasize things more. When | first 
started, | was more conservative. Now | push it a little bit, keeping 
within a style, but pushing to make the lettering more dynamic, 
especially on the more impactful pages from Charlte [Adlard]. 
















OPPOSITE PAGE. TOP. 


Walking Dead is a dialogue 
heavy comic, but Wooton 
always finds the right way 
of working it into the 
~~ THIS PAGE. TOP & 
-<\) Wooton’s use of 
sound effects has changed 
over the past 90 issues 

or so he's been involved 
with thecomic... 
Abraham's long speech is 
clean and easy to read; in 
other words, its perfectly 
represented on the page 


AND QUICKLY. THERE’S MORE HERE 

BY THE MNUTE--WE WANT TO DO THIS 
IN WAVES, CLEAN IT OFF NOW--MAYBE 
AGAIN TOMORROW IF IT NEEDS IT, IF 

YOU MISS ONE, MOVE ON. JUST STAY 
ALERT AND KEEP MOVING. NO MATTER 
WHAT, UNTIL THE AREA IS CLEARED... 
KEEP MOVING. DON’T LOSE SIGHT 
OF HOW DANGEROUS IT 
IS OUT THERE. 


T’LL TAKE ONE TEAM 
LEFT AND ANOTHER TEAM 
WILL GO RIGHT--AS WE MOVE 
ALONG, EACH TEAM WILL LEAVE 
PEOPLE BEHIND, EVERY FIFTY 
FEET OR SO, FOR THEM TO 
STAND WATCH, KEEP THE 
PATH BACK TO THE GATE CLEAR. 





RUS WO 


With the sound effects, I’ve made them more dynamic. I've 
laid them out differently. We just finished up issue 107 [as TWDM 
was going to press], so when there's something like shouting, I’ve 
been playing a little more with that lately to change It up and keep 
it fresh 


Explain the collaborative process working with Adiard and Kirkman on 
an issue 

| set pages from Charlie and go to town. One of the great aspects 

of working with Charlie on The Walking Dead is his storytelling is so 
solid that | can letter without worrying much about covering up art or 
fretting over balloon placement. He's adept at laying out the pages and 
panels and allowing room for Robert’s dialogue. Otherwise, if there’s 
anything specific, it may come from Robert in the script. As I'm going 


through the script, he may have notes to try this here or there 
















UNDERSTOOD? 


WHEN WE 
MEET AT THE 

BACK WALL-- 

WE’RE FINISHED 
AND WE HIGHTAIL 
IT BACK TO 
THE GATE. 













What’s your average turnaround 


to tetter an issue? 


The letterer usually gets the 
pages last. Best case, | always 
prefer to have a week. It 
doesn't take a week for me to 
letter it, but because I'm 
working on multiple books a 
month, | like to have a week 


to juggle things around. 


Usually it’s only a few days 
Worst case is when it’s needed 


the next day. 


how many tities do you tetter 


on average? 

Off the top of my 
head, |’m lettering 
eight to 10 titles 
a month. It can go 
more than that or 
less depending on 
schedules. 


Where do you see 
lettering going inthe 
digital age of comics? 
There’s been a 

shift with people 
doing a monthly 

book all digitally. 

It's something I've 
thought about, and 
maybe |'ll work it 

into my own projects; 
seeing what it would 
be like to letter in 

a more traditional 
manner with pen 

and ink, but doing 

it on the computer. 
Instead of using fonts, 
it would be lettering 
by hand, but doing It 
digitally so you can 
make changes and 
corrections crisper and 
cleaner. | wouldn't be 
Surprised if we see 
more of that and more 
of that artistic flair 
that lettering used 

to have. 


Tell us about some of 


the other titles you letter. 

A recent book | really liked is Butcher Baker, The Righteous Maker. 
It’s Joe Casey and Mike Huddleston’'s book that just came out in 
trade paperback a couple months ago. Joe’s books end up being 





















I'M SURE YOU'VE 
HAD PLENTY OF 
TIME TO THINK 
ABOUT THIS. 5O 
WHAT'S IT GOING 






OUR 
SUPPER? 
, OR 7 


ARE YOu 
\ STAYING? 





‘| Wooton hard at work 
ABOVE & ABOVE LEFT 


some of the toughest books to letter for 


Tia Kenals tram tases me, Dut also the ones | enjoy the most 


105 and 106, are two of 
Wooton'’s recent favorites 
a0 NS00\\ 0 ere are 


even though it’s more work and more labor 
intensive. I’m also proud of Fear Agent and 


perfect examples of The Last Days Of American Crime. 


Wooton’s work: great 
placement and variety in 
style of the lettering 
ittustrating everything 


Do you have any advice that you could give to 


the next generation of artists trying to break 
from general dialogue to 
shouting, exclamations 


into the business? 

A lot of artists, writers and letterers want 
to break into comics instead of just doing 
comics. If you do comics, you'll have 
something to show people. It’s not about saying, “Give me a job,” 
but more learning on the job. Do something, get better at it and 
hopefully people will notice. There is all this access to put stuff 
out there and get it out in front of people with self-publishing 
Kickstarter, DeviantArt or even webcomics. Just do it and network. — 


and sound effects 
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creating soundtracks that have helped turn 
The Walking Dead — The Video Game into 
one of the most acclaimed game series of 
the last year. 

McCreary already had an impressive 
background in composing for genre TV 
when he came onboard for The Walking 
Dead in 2010 — many sci-fi/fantasy fans 
will know his work on Battlestar Galactica, 
as well as The Sarah Connor Chronicles 
and Human Target. But from the very start, 
McCreary’s approach to creating the music 
for this show has been a little different 
from his previous television assignments. 

“| was hired by [executive producer] 
Gale Anne Hurd very early on in the 
process — unusually early for television,” 
the Los Angeles-based composer Says. 
“That gave us time to discuss it, and It 
gave me time to come up with concepts, 
themes and instrumental ideas while they 
were shooting.” 

On the most basic level, McCreary 
recognizes that the tight schedules and 
practicalities of scoring a show on a 
weekly basis means a very specific way of 
doing things: “| have very high production 


values and emphasize live 
instrumentation and so 
on, so it’s not reinventing 
the wheel. I’m using live 
orchestras, |’m bringing 
in speciality players, 
I’m writing themes that 
develop over time.” 
However, it’s the way 
that he approaches the 
music itself that marks out 
his work on The Walking 
Dead as something special. 
“What makes The Walking Dead very 
unique is the style and the approach to the 
way music is used. It’s a much more subtle 
method than most shows,” he explains. 
“There is relatively less music than on 
typical television, and the result of that 
means that the music can have a bigger 
impact when it comes in. That changes the 
way | think about every scene I’m scoring.” 


When it comes to the video game, 
composer Jared Emerson-Johnson takes 
a similarly flexible approach to writing 





“WHEN YOU CAN FIND SOMEONE 
WHO PLAYS ELECTRIC BANJO 
LIKE A ZOMBIE IS PLAYING IT, 
YOU DON’T WANT ANYONE ELSE!” 


the music that accompanies a player's 
experiences in the world of The Walking 
Dead. Because of the interactive nature 
of gaming, the music has to be scored 
alongside the development of the game 
itself, rather than at a later stage. 

“We begin the music production for each 
episode by holding a series of meetings 
to go over the design in detail, and to flag 
important emotional and dramatic moments. 
We put together a comprehensive list of 
the musical cues that would be required 
to score the story,” says Emerson-Johnson. 
“Once that list is complete, | begin writing 
and producing the episode's musical 
material. This requires a high level of 











coordination and communication between 
the directors and myself, as well as daily 
testing of the game to monitor the scenes as 
they come together.” 

Both the TV show and the game are 
marked by the rich variety of instruments 
that their respective composers bring to 
the table. McCreary mixes strings and 
guitars with what he terms “ethnic” 
instruments — dulcimers, banjos and so on 
— to create sounds far removed from what 
is traditionally considered horror music. 
The composer works with the same group 
of musicians (as he says, “when you can 
find someone who can play electric banjo 
and make it sound like a zombie is playing 
it, you don’t want to have to find somebody 
else!) and tends to take it episode by 
episode, never thinking too far ahead. 


The surprising introduction of a synthesizer 
in episode seven of season three Is a good 
illustration of McCreary’s methods. 

He explains: “When The Governor first 
appeared in episode three, | wrote him 
a melodic theme with an accompanying 
figure. So there was a melody that was 
played on a viola and with a pattern that 


















PPOSITI The 
campfire scene in third 
season premiere ‘Seed’ is 
one of the more memorable 
uses of music in the show, 
with the Greene sisters’ 
version of ‘The Parting 
Glass.” THIS 
Although silence is used to 
great effect in the show, 
some of the more 
traumatic moments have 
been heightened by Bear 
McCreary’s haunting score. 


was usually played on strings or guitars 
underneath it. | thought, ‘Great, there’s 
my Governor theme.’ In episode seven, 
the editors and | worked very closely to 
get that last sequence to really click. One 
of the things we came up with was this 
synthesizer pattern, and it worked really 
effectively. Not only were the producers 
and | thrilled with it, | think it piqued fan 
interest as well — a lot of people noticed it. 

“So from that episode on, | realized 
that this was a new part of The Governor's 
theme. You won't hear it in episode three 
when we first meet him, but it was a happy 
accident — we stumbled on this idea and 
realized that this character was changing. 
He’s an evolving, dynamic character. In 
my mind, it completely justifies letting his 
music evolve as well. Now 
there’s a new element to 
his musical persona and, 
as we move into the next 
eight episodes, you're 
going to hear that return in 
interesting ways.” 

In terms of the game, 
Emerson-Johnson is aware 
that the music not only 
needs to be a compelling 


+ 
ee 


accompaniment to the action, but 
completely immersive as well. This involves 
a mix of traditional instrumentation and 
more abstract, experimental sound design. 

As he explains: “The core of the score’s 
instrumentation is a quintet of solo strings, 
combined with a collection of more unusual 
instruments such as dulcimers, a glass 
harmonica, and bowed vibraphone. | also 
include some non-musical elements, based 
on things like audio feedback loops. 

“It’s very important to me and the 
designers that the music never feels 
overbearing, and that the score be allowed 
to breathe greatly from scene to scene. The 
soundscape needs to be interesting and 
compelling, regardless of whether or not it 
was musically ‘scored’ as such.” 


“WE DIDN'T WANT THE MUSIC TO 
BE TELEGRAPHING ANY EVENTS, 
AND THE WAY WE DID THIS WAS 
JUST BY USING LESS MUSIC.” 





Emerson-Johnson describes the game’s 
musical vocabulary as something of an 
amalgam, which can largely be divided 
into three styles. 

“The most action-packed moments 
tend to lean on atonal rhythmic material: 
pounding and crashing,” the composer 
says. “Then we have the rhythmically free, 
minimalist phase-based stuff, inspired 
by some of the work of Steve Reich, 
which creeps in during certain moments 
of unease. And, finally, there are the 
straight-up tonal, melodic tunes, which 
draw from more melancholy traditional 
American folk harmonies.” 


“IT’S VERY IMPORTANT THAT 


THE MUSIC NEVER FEELS 


QVERBEARING, AND THAT THE 
SCORE BE ALLOWED T0 BREATHE 


FROM SCENE TO SCENE.” 


Unlike sci-fi epic Battlestar Galactica, 
The Walking Dead is a show that largely 
eschews strong thematic work, a direct 
result of the unpredictable nature of both 
the comic book and the TV series. 

“The characters in the show are such 
that any of them could disappear in any 
episode,” McCreary says. “And actually 
to me it lessens the tension if a character 
has a really strong theme — you kind of 
get the idea that that person is going to 
stick around a while. When | score The 
Walking Dead, | think of it more in terms 
of emotional arcs. For example, there’s 
one specific theme — the Grimes family 
theme — and it’s used in very different 
contexts. Sometimes 
it’s used to show an 
emotional reunion 
between the family 
members, other times 
it is used in moments 
of utmost despair. It’s a 
much more broad usage 
of thematic material.” 


If there’s one single thing 
that unites both McCreary 


and Emerson-Johnson in their approach to 
composing, it’s a determination to avoid the 
musical clichés that litter the horror genre. 
Just as McCreary maintains unpredictability 
throughout by avoiding obvious character 
themes, so too does he subvert the way the 
music ts traditionally used to create tension. 
“There was a lot of thinking about 
this. It was pioneered by the producers 
and myself in the pilot and in the early 
episodes,” he reveals. “We really set a 
tone — we didn’t want the music to be 
telegraphing any events, and the way we 
did this was just by using less music. 
“Horror is such a well-worn genre. We 
all know the devices that composers and 
filmmakers have fallen upon to create 
tension, but instead, very frequently, it 
has the opposite effect. | think there’s 
something very comforting about scary 
music, because it tells you something Is 
going to happen — so just get ready for it. 
But when you remove that, you create a 
new sense of tension, the feeling that you’re 
really not sure what’s going to happen.” 
Emerson-Johnson also adheres to the 
‘less IS more’ approach in his attempts 
to scare the player. He says: “Our main 
process for any given scene was to first 











Composer Jared Emerson- 
Johnson has also applied 
the ‘less is more’ approach 
to Telltale Games’ video 
game of The Walking Dead. 
However, when the need 
for music arises, it’s 
always used to dramatic 
effect. The finale to the 
season left us weeping, 
and much of that was 
down to his evocative 
muscial score. 


ask, ‘Does this moment really need music?’ 
In all of the cases where the answer was 
‘Maybe not’, we tried it out with just the 
sound ambience. If it worked, we left it 
alone. That sounds like a no-brainer, but 
for many games there is an assumption 
that the music should paper the entire 
experience from wall-to-wall. 

“Storytelling is all about dynamics, 
and the experience of moving from an 
eerie, suspenseful background cue into 
a Surprising action one can often be less 
effective than moving from absolute silence 
into the same cue.” 


Ultimately, and despite his hard work 

in creating a unique experience through 
his use of music and sound design, 
Emerson-Johnson still sees his role in the 
development as part of the grand tradition 
of video game composition. 

“| would say music has always been an 
important part of adventure games. Looking 
back at games like the original Monkey 
Island series, Grim Fandango, Full Throttle, 
Day Of The Tentacle, and others from 


INTERVIEW 


















that golden era of 
adventure gaming 
— the music stands 
out as one of the 
most memorable 
parts of the entire 
experience. The 
big difference 
now, however, 

is that improved 
technology and 
increased budgets 
have definitely elevated the quality and 
fidelity of game music.” 

For Bear McCreary, he remains a huge 
fan of the show, and working so closely 
with the producers and editors on nearly 
30 hours of TV has not dampened his 
enthusiasm for either the job or the series 
itself. “I’m such a fan — | love these 
characters and | get roped up in what'’s 
going on,” he says. “For me, it’s part of my 
process of being a fan — | get to watch an 
episode and see what happens. The only 
difference is that after | watch it | get to 
come home and work on the music. That 
part of it is always really exciting.” 








“IMPROVED TECHNOLOGY AND 
INCREASED BUDGETS HAVE 
DEFINITELY ELEVATED THE QUALITY 
AND FIDELITY OF GAME MUSIC.” 
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What's a family to.do? 


Our Letters section, 
including ‘Fan Focus.’ 











‘Anatomy of a Story’ is our regular dissection 
of a specific Wa/king Dead tale, breaking it 
down into its component parts to analyze 
what makes it tick. With ‘family’ a key theme 
of this issue, [WDM focuses on the fallout 
from the prison saga and how tt affected 
father and son in ‘Here We Remain.’ 

Stuart Barr 


olume Nine of The Wa/king Dead follows the fall of the 

prison and the shocking events of issue 48. Rick Grimes’ 

ragtag group had taken refuge within the penitentiary, 

made a home there, and had perhaps grown complacent, 
believing its walls would protect them from the dying world 
outside. The bloody conclusion showed otherwise. The prison may 
have been secure against walkers, but The Governor happened to 
have a tank! 

The previous volume was action-packed, so a change of pace 
was necessary, and this volume begins by taking 7he Walking Dead 
back to basics. A key theme from issue one has been ‘family,’ 
which developed into ‘community’ in later issues, so in the first 

half of this story we return to a father 
and a son trying to survive in a world 
that now belongs to the dead. 

In the wake of the prison massacre, 
Rick and Carl should be moving as 
far away from the place as quickly as 
possible. However, even for a character 
as strong as Rick, the death of his 
wife and baby is too much to bear. 
Exhausted, feverish and traumatized, he 
takes shelter with Carl in an abandoned 
house. There, Rick discovers a bathroom 
cabinet stocked with medicine, 
takes too many pills and slumps into 
unconsciousness. Whether this is a 
half-hearted suicide attempt is left up 
to the reader to decide. Carl attempts to 
wake his father and initially thinks he’s 
died, leaving him to confront the awful 
possibility that he will have to shoot his 
father before reanimation. 

It is worth reflecting here on how the 
comic book Carl and the AMC TV series 
Carl have diverged. In the comic book, 
Carl seems a few years younger than 
the character played by Chandler Riggs 
on the show. By season three, Carl has 
actually become pretty bad-ass, holding 
the fort at the prison while Rick mounts 





an incursion into Woodbury. 
In contrast, Carl in the comic 
book has rarely been as 
vulnerable as he is at this 
moment, gun drawn on his 
own father, petrified he will 
have to pull the trigger. In 
the comic, Rick eventually 
wakes up, but in the show, 
Carl actually does have to 
pull the trigger on a parent, 
albeit in this instance, his mom. 
Returning to ‘Here We Remain,’ Carl's reaction to 
his mother’s death is to become more independent as 
he grapples with the realization that comes to us all: 
one day, our parents will die. Having said that, after 
a near fatal encounter with some walkers, he realizes 
he still needs his father. That need is mutual. On a 
practical level, Rick is still learning to cope with the 
disability of his severed hand — something rammed 
home in an earlier scene in which he must ask Carl to 
open a can of food. 


Rick eventually wakes from his fever and prepares for them to 
move on, and as they are leaving he hears a telephone ringing tn 
the house. He answers to find a female voice on the phone telling 
him she is in a community of survivors, but that they are afraid of 
newcomers. Rick begs her to let them join them, only to realize 
that the voice is that of his dead wife. Terrified he’s losing his 
sanity, Rick decides he and Car! need to hit the road to survive. 
However, moving on physically is easier than moving on mentally, 
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When Rick 
becomes sick (possibly from flu, 
possibly from an overdose), Carl is 
forced to confront the possibility 
that he may have to carry on 
without his father. While he is 
given a taste of independence, 
Carl also realizes he still really 
needs his dad. 





and Rick packs the phone 
in his backpack, a sign he Is 
far from recovered. 

On the road, there is 
a Strange and macabre 
encounter. While traveling 
through woods, they hear 
cries and come across a 
lone man overcome by 
zombies. Carl draws his 
gun, but Rick stops him 
— the poor soul has no chance. Carl is initially upset 
that they didn't help the man, and the event serves 
as an indication that Rick’s motivations have changed 
since the prison. Before, he would have gone out of 
his way to help a stranger; after, he’s purely looking 
out for his own and his son’s welfare. 

Carl’s world is further rocked when they find an 
empty, but well-stocked car nearby, which must 
have belonged to the victim. Carl cannot understand 
why the man would have left the safety of a vehicle 


with plenty of food, before realizing that he was probably intent 


upon suicide. Again, it is another hard life lesson for Carl, who is 
forced to learn about complex emotional issues and making tough 
decisions very young. 

But, for all the horrors they have endured, Rick and Car! still 
have each other, and this poignant scene serves to highlight the 
dangers of loneliness in the world of The Walking Dead, as well 
as the importance of having something to cling to, whether that is 
a family member, the warmth of a loved one, or the protection of 





Devastated 
by the loss of his wife and 
baby, a grief-stricken Rick 
stands on the brink of 


madness, staring in, when 
he hears Lori's voice on the 


disconnected phone 


RICK... 


wm ag 
ME. IT’S 
LORI. 





a community. Rick is mentally scarred for sure, 
but protecting Carl keeps him from tipping into 
ultimate despair and madness. 

Thankfully, some friendly faces lie just around 
the corner, as Rick and Carl first reunite with 
Michonne, then Glenn and Maggie who lead them 
back to the Greene Family Farm where Dale, 
Andrea, Ben, Billy, and Sophia await. 

Each new meeting involves the survivors 
finding out friends and loved ones are gone, 

but even amid the sadness there's also an 

undercurrent of the world returning to normal 
(or as normal as The Walking Dead gets). The 
familiarity of the group, their comfortable 
interactions and obvious relief to see other 
Original survivors is a blessed alleviation 
from the gloom that’s preceded this reunion 
of the new ‘family unit.’ 
The peace doesn't last long. Although 

it seems as though the survivors are set to 

re-establish their home on the farm, they are 





woken by gunshots. They find 
Andrea staring down her gun 
sights at three new arrivals: Sgt 
Abraham Ford, Rosita Espinoza 
and Dr Eugene Porter. Porter 
explains that they are traveling 
to Washington DC. He is a 
government scientist and believes 
he can develop a cure for the 
zombie plague if he can reach the 
necessary facilities in the capital. 
Overall, ‘Here We Remain’ 
is a very dark but also quite 
low key and psychological tale, 
i gp SS APP 





eschewing zombie action 
for the most part, and 
instead focusing on grief 
— both its effects, and 
how various characters 
deal with it. Rick is 
overwhelmed, and loses 
confidence as a leader 
and a father. Carl believes 
he can be independent, 
but finds that his father 
needs him as much as 

he needs his father. Sophia reacts by compartmentalizing, 
repressing the memories of her late parents by latching 
onto a surrogate family. We find out some of Michonne’s 
mysterious backstory too — she has lost a loved one. 

The newcomers provide a catalyst to move the story away from 
the farm, and introduces some fresh concepts and ideas that will 
come to be very important in future stories. 

But more importantly, there is hope of a cure. ‘Hope’ is one 
of the things that fuels the survivors’ will to carry on, but it can 
also be a dangerous motivation. Most readers are likely to find 
Eugene's tale rather thin, but only Andrea really expresses any 
issues with it. 

Also introduced is the idea of a zombie herd: a single gunshot 
will attract the interest of a walker, and sustained gunfire will pull 
in walkers from miles around searching for meat. If enough of 











ANATOMY OF A STU 


IN A NUTSHELL 


TITLE: Here We Remain 

FEATURED ISSUES: 49-54 

COLLECTION: Volume Nine 

SYNOPSIS: After the devastating 

events of The Governor's attack on 

the prison, Rick and Carl are lost in 
the wilderness, struggling to survive. 

Wracked by grief, Rick falls ill and 

Carl is left to fend for himself as 

he cares for his feverish parent. 

Rick finally recovers and he and his 

son hit the road again, only to be 

reunited first with Michonne and 
then Glenn, Maggie, Andrea, Dale, 

Sophia, Billy and Ben on the Greene 

farmstead. They are shortly joined by 

three newcomers, Abraham, Eugene 
and Rosita, one of whom claims to 
know “exactly what caused the dead 
to start walking.” After forming an 
uneasy alliance, the group decides 
to head off to Washington in search 
of answers. 

TIDBITS: 

e This story introduces three new 
characters: the ex-US Army 
soldier, Sergeant Abraham Ford, 
scientist Doctor Eugene Porter 
and tough gal Rosita Espinosa. 

Unlike the TV series, Rick hears 
the voice of his dead wife Lori on 
the disconnected phone after the 
prison story has concluded. 

e The full-page panel reveal of 
Michonne’s reunion with Rick 
and Carl after the prison is one 
of artist Charlie Adlard’s favorite 
depictions of the character. As he 
told WDM in issue one, “I think 
| really captured her in that.” 


ABOVE LEFT: Rick makes a cold 
decision to leave this survivor 
to his fate, much to the shock 
of his son. ABOVE RIGHT: Carl's 
delight at reuniting with 
Michonne is one of the most 
touching moments in the entire 
story. LEFT: Sophia deals with 
the death of her parents by 
compartmentalizing. BELOW 
Angry Abraham and brainbox 
Eugene are introduced in this 
volume, alongside Rosita 





these walkers are drawn in the 
Na 6same direction, they will form a 
mob capable of tearing through 
a house through sheer weight of numbers (see TWDM's ‘Zombie 
Survival Guide’ on page 48 for more). It’s surprising that the 
comic’s cast hadn’t encountered a zombie herd before, although 
the prison was one place that would have protected against this. 
But still, it really should have occurred to someone that repeatedly 
firing guns in a stationary camp would be a recipe for disaster. 
The volume ends on a downbeat note. Rick appears to be a 
broken man, who has given his authority as leader away, and it is 
questionable if Abraham, who ts eager to take charge, is the right 
man to replace him — he clearly has some anger management 
issues of his own. Rick takes Carl aside and tells him to trust no 
one, and above all to realize that he is never, ever safe! 
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Tamiat-me)aeirl world of The Walking Dead there’s not a single family that’s 

| been left untouched by the zombie apocalypse. Following our rough ‘familial’ 
theme for this issue, our regular ‘Choice Cuts’ feature this time looks at how 
the family unit, much like the characters themselves, has been forced to 
adapt to survive in a world populated by the undead. WORDS: Simon Williams 

























KEEPING UP WITH THE JONESES 


Morgan Jones and his son, Duane, were the first living people Rick encountered after 
waking from his coma to find the world gone to hell. Morgan seemed to be doing well 
in bringing up Duane, despite complaining about the conversation being limited to 
“cartoons and passing gas.” 

He tried to maintain some semblance of normality for his only surviving family, in 
particular by celebrating Christmas — in stark contrast to those Atlanta survivors who 
had earlier decided to keep the date secret from their group. And while keen to stress 
the importance of gun safety, Morgan made it clear he intended to teach his son to 
use a rifle — perhaps giving Rick the idea that children should be taught to handle 
firearms. In a world where the dead walk, children tend to be given considerably greater 
responsibility, particularly when it comes to protecting themselves and others. 

Morgan never really recovered from Duane’s death, though he continued to care for 
his reanimated son, keeping the boy chained up inside the house and feeding him with 
the bodies of looters he’d possibly-murdered (out of 
necessity, he claimed). 

We WERE Just PLEASE Abraham wasn’t keen on taking Mergan with them, 

i but as Rick pointed out: “He's no different than we 
are. We do terrible things for the ones we love.” 
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| SHE’S JUST 
\ PERFECT./ 


, THANK YOU. \ 
YOU DONT KNOW 


MEANS / 
KNOW 


ITHREE’S AC 
The stabilizing effect of Rick and Lori’s 
relationship was not lost on Carol, who, 
during her period of severe depression after 
splitting with Tyreese, tried to convince them 
to let her ‘marry’ the pair of them. But even 
in a world with no rules, this arrangement 

cae proved a little too unconventional for Lori, 
and unable to deal with one more rejection, 
Carol took her own life. 

Carol may have got the idea for the 
‘three-way’ from her time in the camp 
outside Atlanta, when Dale was living with 
Andrea and her sister Amy in Dale’s RV, 
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much to the disapproval and disgust of avowed Christian Donna. 
Dale claimed there was nothing untoward going on between him 








\\ \" them around since his wife’s death. Andrea 


\\ 
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relationship. He could never accept how devoted Andrea was, 
even perhaps as she poured her heart out to him on his deathbed. 
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A LIFE OF GRIMES 


The Grimes were the longest surviving ‘traditional’ 
family unit. They were the first to have a baby in : 
this post-apocalyptic world, and remained the only st 
ones to be largely unscathed by death, until The | 
Governor's attack on the prison led to the tragic = 
murder of Lori and Judy in issue 48. 

During Rick’s role as de facto leader, it’s clear 
that most of the decisions he’s made in the interests 
of the group have been informed by the best way to 
keep his own family alive. Only after the community 
rallied round to defeat a zombie incursion into the 
Alexandria Safe-Zone did Rick finally realize that the 
two things were one and the same, and that the only 
real future for his remaining family lay in helping to 
strengthen that community. 

Rick never blamed Lori for her brief affair with 
Shane, and even when he came to realize that the - 
baby his wife was carrying was most likely Shane's, 
he made it clear they would raise baby Judy together, 
no matter who the father was. 


“WE DO TERRIBLE THINGS 
FOR THE ONES WE LOVE.” 
RICK, “WHAT WE BECOME’ 
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and the two women (who were at least 20 
years younger than him); he just liked having 


later confided that her relationship with Dale 
began as a way for her and Amy to enjoy the 
comforts of the camper van, but in the weeks 
following Amy's death, it developed into 
genuine love for the older man. 

It was always at the back of Dale’s mind 
that the much younger Andrea was sticking 
with him out of pity, especially after he lost 
his leg. Convinced (wrongly) that Andrea 
was having an affair with Tyreese behind his 
back, Dale explained that he was OK with 
this, and that it needn't affect their own 





“| THE HUNTERS’ 


OF ME WAS GONE. 





THINK OF THE CHILDREN 


‘. In a world where most families have lost 


someone, it’s not surprising that the group 
has become a kind of surrogate family, one in 
which relation by blood has been.superseded 
by. the human need for company and an 


-interest in survival. Within the wider group, 


family units still exist, but they are more 


_often than not formed by circumstance. 


Ina turn both tragic. and ironic, Dale 
and Andrea became the adoptive parents 
to Donna’s infant children — twins Billy and 
Ben. It’s unclear whether or not Dale and 
his first wife had been childless, but he 


“LOSING A SON 
TAKES SOMETHING 
OUT: OF YOU. FOR. 
ME, IT FELT LIKE 
SOMEONE HAD 
CUT A PIECE OFF 
ME... LIKE PART 


STILEDOES.” 
MORGAN, ‘FEAR 


RUN TO THE HILLS 
Although the Alexandria Safe-Zone 
had the potential to offer security for 
the future, the zombie incursion left 
Maggie terrified. Glenn was already 
impressed by the setup at the Hilltop 
community, and despite being torn 
by his loyalty to Rick and the others, 
when it came to the safety of his 
family there was no contest. 

With the threat of an imminent 
attack by the Saviors hanging over 
Alexandria, Glenn made the decision 
to relocate his family to the Hilltop, 
knowing that the doctors there would 
make it safer when the time came for 
Maggie to give birth. 

To be fair to Glenn, before his 
family had come along, his every 
action had been for the benefit of 
the group; now it was time to put his 
family first. Sadly, the decision would 
ultimately prove to be a fateful one. 


certainly loved the twins like they were his 
own, so much so that he:seemed oblivious 
to Ben's psychopathic tendencies, and was 
protective of the boy even after he killed his 


own brother. oS Fe 
Despite Lori’s promise to Carol, it 
was Maggie and Glenn who ended up 
adopting Sophia following her mother’s 
suicide. Though shocked at first by the 
responsibility thrust upon him, it was 
one that Glenn took extremely seriously, 
especially when Maggie later revealed 
she was pregnant. Knowing that his 
own Survival was now tied to that of his 
family’s, Glenn took measures to try and 
minimize putting himself at risk. 


THAT’S NOT WHAT 
I’M SAYING AT ALL. 
I KNOW IT’S HARD 
TO CONSIDER 
LEAVING THIS PLACE, 
THESE PEOPLE... 
BUT YOU 
HAVEN'T 
SEEN THE 
HILLT OP... 
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BUT HE’S 




















JUST A BOY. 


JUST-- 
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me / 


GOOD MOM 


YOU MAKE LIFE, 
EVEN THIS LIFE, 
WORTH LIVING, 
GLENN. 

















THEY SAW IT ALL. 
MY FAMILY SAW ME 
DO EVERYTHING. 
THAT’S NOT WHAT 
THEY WANTED. 
IT SCARED 
THEM. 


COPING 
STRATEGIES 


Often, it’s events that dictate how 


an individual copes with the loss SCARED 


= 
THEN. I SCARED 


of a loved one. In a world where 
the dead walk, the need to survive 
doesn't always allow the luxury of a 
‘conventional’ grieving process. But 
in contrast to the pre-apocalypse 
world, the ability to deliver instant 
justice (or vengeance) on the 
victim’s killer can often help the 
survivors deal with their loss. 

After his daughter, Julie, died 
in a botched suicide pact with her 
boyfriend, Chris, Tyreese channeled 
his grief into first killing Chris (and 
mutilating his body so badly that 
it had to be burnt in secret before 
anyone could see), and later into 
reckless rage-fueled bouts of 
zombie killing. Though still 
reeling from his loss, Tyreese 
told Rick that in a way he was 
happy she was gone, because 
she didn’t have to deal with the 
“bullshit” anymore. 

Abraham related a similar 
story about how he inflicted 
brutal punishment on the men 


“L CAN'T GET OVER IT... 


HOW MUCH I'VE CHANGED. 


HOW MUCH MY FAMILY 
WOULD HATE THE MAN 
VE BECOME.” 
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THEM 3sO 
THEY LEFT. 


who abused his wife and daughter. 
lronically, his violence against their 
attackers only served to alienate his 
family, and they left him, meeting a 
tragic end soon after. 

Rick never got the chance to avenge 
himself on the Woodbury army that 
killed his wife and newborn daughter, 
but caring for Carl helped him cope with 
the aftermath of their deaths. Not only 


4! 


has Rick’s son become his main 
reason for surviving, but also 

a justification for any actions 
necessary to keep Car! safe. 

“My son is all | have. | don’t 
know what | wouldn't do to 
protect him,” Rick told Abraham 
on the road to Washington. 
“Sometimes that scares me. But 
it doesn’t make it any less true.” 
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GREENER PASTURES 


What’s clear is that for most of the characters, the 
family unit.is a crutch; it’s their primary motivation 
for trying to survive. The downside is, should this be 
taken away, individuals can often lose the will to live. 
As the largest family in The Walking Dead, it’s 
perhaps unsurprising that the Greenes suffered 
the greatest losses. Having already lost his wife 
years before the zombie outbreak, Hershel’s refusal 
to accept that his eldest son, Shawn, was truly 
zombified led directly to the deaths of two more of 
his children. Then, not long after the move to the 
prison, Hershel discovered his youngest daughters 


horribly murdered. 


Witnessing the death of his remaining son, Billy, 
during The Governor’s assault on the prison was the 
final straw for the devout man. “Dear God, please,” 
he said, kneeling in surrender, utterly uninterested 
in escape, “Just kill me.” The Governor was only too 


happy to oblige. 


“| SHUT DOWN WHEN | LOST 
AMY. | DIDN'T SPEAK FOR DAYS... 
| COULDN'T THINK... | ALMOST 

LOST MY MIND.” ANDREA TO 
ALLEN, “MILES BEHIND US’ 
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DESPERATE TIMES... 

Not everyone believes they can guarantee their family’s 
safety in a world of the dead, and some resort to more 
drastic measures to ensure they’ll never lose their loved 
ones to the zombies. 

Soon after leaving Cynthiana, Rick entered a 
Georgia farmhouse to discover the occupants had 
carried out a suicide pact, Bibles clutched in their 
dead hands. And much later on, Morgan made a 
similar discovery when the group broke into an isolated 
house while attempting to escape a herd; the children 
poisoned and their brains scrambled with a power drill, 
the mother shot to death, and the father dead from a 
self-inflicted shotgun wound. 


We can only speculate as to their motives, but it’s 
likely that these parents had come to the heartbreaking 
conclusion that if they could not protect their families 
from a fate worse then death, then death was the only 
alternative option. « 
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THE WALKING DEAD: 
SURVIVAL INSTINCT 
Publisher: Activision 

Developer: Terminal Reality 








Retailers: All major retailers 
Age rating: Mature (US), 18+ (UK) 


RRP: Varies per retailer 


t was hard to envy the position of 
Terminal Reality when it was first 
tasked with developing AMC’s 
TV series The Walking Dead 

into a video game for its publisher 
Activision. The developer not only 
had to create a unique gaming 
experience to set it apart from the 
dime-a-dozen zombie games already 
on the market, but also produce 
something that lived up to the high 
quality bar set by the TV show. 





Formats: Xbox 360, PlayStation 3, Wii U, PC 


Released: March 19 (US), March 22 (UK); 
March 26 (US) and March 29 (UK) for Wii U 
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SURVIVAL OF THE FITTEST 


Take control of Dary! Dixon in Activision's new 
- video game Survival Instinct, based on AMC’s 
- TVseries The Walking Dead... 





brothers voiced by the TV show's 
Norman Reedus and Michael 
Rooker for verisimilitude). With 
multiple branches to take through 
the story and randomized walkers 
making each playthrough different, 
Survival Instinct will challenge even 
the most hardened gamer. 

Ci (-Talamer-latle) (oem 8 alalel|8y-1 Moisi el ts 
artist and system designer at 
Terminal Reality, says: “If you play 
the game only once you're doing 
yourself a disservice, because we 
have multiple paths through it. 
Depending on the path you pick, you'll get a 
completely different set of levels, with each 
one offering random road events, too.” 

The gameplay has been designed to 
simulate what it would be like to live 
through the start of a zombie apocalypse. 
“We really want the gamers to feel like one 
of the characters in the show,” explains 
Gamble. “Trying to stay out of sight is key 
to surviving, but we never want the gamer 
to feel safe. So if you stay still too long, the 


“We really want the gamers to feel like 
one of the characters in the show.” 





Fortunately, by creating a game that is 
part first-person action and part survival 
game, and selecting one of the most popular 
characters in the series as its protagonist 
(Dary! Dixon), the developer has created 
a game, Survival Instinct, that will satisfy 
all parties, including fans of the show and 
hardcore gamers. 

Set in the countryside backwaters and 
urban alleyways of Georgia just as the zombie 
outbreak spreads, Survival Instinct serves as 
a prequel (sort of) to Daryl’s TV introduction. 
With the ultimate aim of reaching the military 
Safe-zone in Atlanta, the game sees the 
player take control of the ace survivalist as 
he searches for his brother, Merle (with the 


walkers will smell you out. And if you make 
a lot of noise, you will attract a horde.” 

Clearly, playing the gung-ho hero will 
not be the best way to approach the game. 
“We had people focus test the game who 
are big survival game fans and they loved 
it because it required strategic thinking,” 
laughs Gamble. 

It’s this kind of a dynamic gameplay, along 
with a few secrets Terminal Reality is keeping 
very close to its chest, that will make the 
release of Survival Instinct one of the most 
exciting The Walking Dead events of the year. 


Find out more here: 
WWW thewalkingdeadbegins com 








THE WALKING DEAD SILICONE ICE TRAY / 
ZOMBIE GELATIN MOLD 

Company: Diamond Select Toys 

Released: Out now 

RRP: Both $14.99 (US), £12.99 (UK) 


ometimes you need to take a break from all that 
zombie slaying and kick back with a nice cool drink. 
And what better way to keep your drink cold than ice 
cubes in the shape of severed legs, arms and torsos? 
Yes, Diamond Select Toys’ new silicone tray lets 
The Walking Dead fans freeze water in all manner of 
gruesome shapes. In addition to body parts, the tray 
also features a mold of the iconic The 
Walking Dead comic book logo, 
which looks very cool floating 
atop your soda of choice. 
The tray isn’t just for 
ice, though. You can also use it to 
create your own monstrous jellies, 
chocolates or sweets (and 
whatever other gruesome 
concoctions you choose to 
pour into it), making this the 
perfect accompaniment to any 
sophisticated black-tie party. 




























THE WALKING DEAD 
ZOMBIE HANDS BOOKENDS 
Company: Gentle Giant 

Released: April 

RRP: $89 
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fhere’s the best place 

to safeguard your 

cherished copies of 
TWDM or that latest Robert 
Kirkman trade paperback? 
Why, in the clutches of the 
enemy, of course! Sounds a little os 
counterintuitive? Well, you are clearly 
yet to spy the newest zombie-themed collectable from 
replica wizard’s Gentle Giant. 

First unveiled at last year’s San Diego Comic-Con and 
marking the latest release in the company’s ravenously 
received The Walking Dead line (following the Sheriff 
Grimes and Well Walker mini busts, along with the 
feverishly popular The Walking Dead Zombie Army 
Men), this gnarly zombie hand bookend set provides the 
ultimate addition to any fan collection and possibly the 
most macabre method of showcasing your home library. 

These are not the first collectible bookends 
Gentle Giant has produced — there are some rather 


vnaeis OM 





If that's a little too small-scale for you, fear not. Diamond 
Select Toys has also released a nine-inch by five-inch silicone 
gelatin mold of a zombie head with its jaw smashed-in. Horrible, 
but strangely elegant (or is that just us?). Just remember to bite 
through the jelly-brain first. 

TWDM has resolved to refrain from eating anything except 
gelatin zombie heads from now on. 

Review: Matt McAllister 


nifty Star Wars and Marvel Comics ones available on its 
website — OK, so we’re biased, but we think these are the 
best of the bunch. Impeccably cast 
in high-quality polystone and 
hand-painted to the highest 
standard, each bookend 
fy naturally comes as part of 
Se sa pair and features a trio 
of gruesome zombie hands 
clawing up from a hefty 
triangular base printed with 
AMC’s chunky logo for its 
award-winning TV series. 
Suitable for DVDs, books, 
magazines and those important 
graphic novels, this 
essential accessory 
is guaranteed to add 
that extra something 
to your home or 
office, all the while 
ensuring your 
collection remains 
in the safest, not to 
mention the scariest, 
of hands. 
Preview: Tom Williams 
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SHERIFF GRIMES / WELL 
WALKER / MICHONNE MINI BUSTS 
: Gentle Giant 
: All major retailers 
: Summer 2013 
- $75 each 


“From the screen to 
your shelf.” That's 
the credo of Gentle 
Cie lalmrolaitcmarcny 
Glalcxome)manlialmeleisies 
based on AMC’s 
The Walking Dead... 


isitors to last year’s San Diego 
Comic-Con saw many weird 
and wonderful products 
based on AMC’s TV 
adaptation of The Walking 
Dead. Some of the most 
eye-catching could be 
ifolelaleme)a mm tel-m-1e-] 116) 
for Gentle Giant, the 
innovative 3D modelers. | 

Among the range at ~" 
last year’s event was its mini bust * 
collection, namely Sheriff Rick Grimes, ‘oa 
pistol in hand, from season one of : 
the TV series, and the bloated Well 
Walker from the second season 
episode, ‘Cherokee Rose.’ Now 
these busts are ready to hit retail 
Stores, and joining the range this 
summer are Michonne (pictured right 
at an early stage in the modeling process) 
and limited edition monochrome versions of both the Rick and Well 
Walker busts. The latter have been created in recognition of AMC’s 
broadcast of the first two seasons of The Walking Dead in black 
and white. All three will make their debut at SDCC. 

Cast in durable polystone, each mini bust has been lovingly 
painted by hand, is numbered and comes with a matching 
certificate of authenticity. In terms of quality, Gentle Giant's mini 
busts really do set the bar high. 

“We have a long history of creating mini busts for some 
of the biggest brands in the industry, and we view The Walking 
Dead as one of them,” says Dev Gilmore, vice-president of product 
development for the company. He’s not wrong either: Star Wars, 





SHELF FULFILMENT! 




















Harry Potter, The Hobbit, these are just some of the other 
illustrious names on Gentle Giant’s roster. 

But selecting which Walking Dead characters to 
produce mini busts for was not an easy decision, as 
Gilmore explains. 

“One of the neatest things about the TV show is everyone 
identifies with a different character. One person might think 
Andrea represents how they would feel or act, or they may just 
think Glenn is cute — if you were at the SDCC panel last year, you 
know what | mean! It’s a hard choice because so much goes into 
each piece. | think Daryl is pretty cool, but there’s Merle and The 
Governor... and then there's all those zombies. Honestly, picking 
walkers is the hardest thing. There are just so many.” 

He continues: “We like to start with what we 
know, and we know just how bad-ass Rick and 

Michonne are. Everyone in product development at 
Gentle Giant are fans of The Walking Dead.” 
If the mini busts prove successful, 

more are likely to join the range, 
too. After all, there are a lot of cool 
characters to choose from. 

“Absolutely,” agrees Gilmore. 
“There’s a long line of survivors and 

walkers alike we could do. But for now, 
everything is available for pre-order 
and we will start shipping before the 
summer. And we will be unveiling a 
bunch of new stuff at this year’s SDCC, 
too — more statues, prop replicas, busts 
and walker army play sets.” 





















Find out more here: 


www.gentiegiantitd.com 























ur search for the 





ultimate The Walking 

Dead fan continues this 
issue with Lori Harold. She 
doesn't collect everything to 


do with The Walking Dead, but 


the fact that she’s a married 

mom of six (that’s got to be a 
tough job!) who still finds the 
time to catch the AMC series 
week-in, week-out convinced 





us she’s a worthy recipient of our ‘Fan Focus’ spot. And 
for her troubles, she’s earned herself a signed copy of the 
first issue of TWDM by resident artist Charlie Adlard. 


NAME: Lori Harold 


FROM: Funkstown, Maryland 


How did you first hear about The 
Walking Dead? 

| first heard of The Walking 
Dead via advertisements prior 
to the television premiere. 
Having been a fan of horror 
movies since as far back as 

| can remember, | knew it 
would be a must-watch. 


In what ways has The Walking 
Dead affected your life? 
As a married mom of six 
children of various ages, 
The Walking Dead is the 
first interest we've all had in 
common. My husband (who 
was never a big horror fan) 
was Surprised at how much 
he enjoyed it; all of my teens 
love it; and my little ones 
watch the reruns all the time. 
They love to pretend to hunt 
zombies, taking turns being 
Rick, Daryl and Shane and, 
in fact, both of them dressed 
up as Rick for Halloween this 
year (pictured above)! 

Every week, we all look 
forward to sitting together to 
see what happens next. It’s 


funny how zombies are 
now a big part of our 
family bonding time! 


What’s been your favorite 
Walking Dead moment so far 
(comic book or TV series)? 

It’s so hard to pick just one 
favorite moment. There have 
been several times, as my 
children watch an episode for 
the umpteenth time, when 

| still find myself drawn to 
certain scenes. 

At this point, I'd have to say 
that the ‘barn scene’ is my 
all-time favorite [from season 
two, ‘Pretty Much Dead 
Already']. From Shane’s 
emotional yelling and shooting 
at the start, right up to the final 
moment when Sophia exits 
the barn, the entire scene is 
mesmerizing. The reactions and 
looks on their faces throughout 
evoke tons of emotion. 


Who's your favorite character 
and why? 

My favorite character is Daryl. 
He's smart, courageous, tough, 


To take part in our search for the number one Wa/king Dead 
fan, just answer the questions below and send them, along 
with a photo of yourself, to imaietit 
A prize ts up for grabs for each issue's winning entrant 





skilled with weapons, and 

also super-sexy. | love the fact 
that although he’s fiercely 
independent, he also has a 
softer, compassionate side. 

lf there ever was a zombie 
apocalypse, I'd definitely want 
someone like him to be part of 
my group. 


How big a fan are you? 
| am a gigantic fan of the 
series! With a huge family, 
| can’t always afford to buy 
all of The Walking Dead 
paraphernalia that I'd like to, or 
attend conventions, but | watch 
the show faithfully, have read 
the magazine from cover to 
cover, ‘like’ every The Walking 
Dead Facebook page | can find, 
and gather with my family each 
week to watch and talk about 
the latest episode. 

It’s more than a show; it’s a 
family event! 


How many friends have you 
converted into fans? 


1’m not sure I’ve 
converted any 
friends, and most 
of my closest 
family already 
watched the 

show from the 
beginning. 

However, 

converting my 
husband was huge! 
For the longest 
time, he absolutely 
refused to watch it 
and when | finally 
convinced him to 
give it a try, he 
was SO surprised 
(1 wasn’t!) at how 
much he loved it. 

| tried to tell him 
all along that it 
wasn't so much 
about zombies, 
but more about survival and 
character. Now he’s convinced. 


What's the most prized piece of 
Walking Dead merchandise you 
own (toy, T-shirt, video game, 
artwork, signed photo, etc)? 

My most prized Walking Dead 
possession at this point would 
have to be issue one of The 
Walking Dead Magazine. |’m 
trying to keep it in good shape, 
although it’s pretty tough with 
eight sets of hands eager to paw 
through it! [As serendipity would 
have it, now you have won 
yourself another copy — and this 
one is signed! — ed.] 


Anything else you want to say? 
(Not answered.) 


Remember to send your answers 
with a photo of yourself to: 
walkingdeadmail@titanemail.com 
Please include your full name and 
address (don’t worry, we won't 
print the latter), so we can send 
out your prize! 












~ BLACK, Wise & um 
_ DEAD ALL OVER 


GESX > hanks to our friends at Gentle Giant, we've got a first 
f < Say) \ look at the company’s new limited edition Walking 
~~ ee Dead mini bust — not even in the shops yet! 

























as ~~ You may recognize this gruesome walker. First seen 
Nt #s in the second season episode ‘Cherokee Rose,’ 
MINT) [2 Pa : BA. this is the rotting zombie Dale and |I-Dog find 
¢7; as + Y. 4p at the bottom of Hershel’s well. The survivors’ 
x weg attempt to clear the well, and thus save the water 
Ay - —_ ¥ from contamination, ends in disaster, but we're 
offering a much safer way to bring this zombie 
home — or at least the top half of it. 
Depicting the Well Walker in all of its bloated glory, 
Gentle Giant's mini bust is cast in 
high quality polystone and has been 
hand-painted a unique monochrome 
color scheme in line with AMC’s 
recent broadcast of all season One _ Congratulations to 
and two episodes In black and LEOPOLDO ANTUNEZ, 
white. A limited edition collectable, fm Gare Coral 
- : Florida, who was 
the mini bust is numbered erences Pic 
and comes with a matching ‘Issue One Mega 
certificate of authenticity. Perfect Compt The insane 
for any Walking Deadfan—just | ‘™meerorprzes 
will be winging their 
keep this one away from the way to you shortly. 
water supply! Awesome! 





One lucky fan will win this fantastic prize. Just answer 
the question below and visit Www.titanmagazines.com/ 
walkingdeadmag to enter, or send your name, address, 
email, age and answer to The Walking Dead Magazine #3, 
2819 Rosehall Lane, Aurora, IL 60503. 


WHAT IS THE NAME OF NORMAN REEDUS' 
CHARACTER IN THE WALKING DEAD? 


“. Merle Dixon -. Dick Dixon  . Daryl Dixon 








TERMS & CONDITIONS: 

NO PURCHASE NECESSARY. A PURCHASE WILL NOT IMPROVE CHANCES OF WINNING. MANY WILL ENTER, FEW WILL WIN. The sweepstakes is open only to lega! residents of the US (except in the state of Flonda and Puerto Rico and were otherwise proh 
who are at feast 13 years of age, or with parental or guardian consent. Void where prohibited. Entries must be received by midnight (PST) on 6/12/13 

Winners will be selected by a random drawing on or around 6/26/13 from ail eligible entries received, odds of winning dependent on number of eligible entries received. Titan Publishing Group ts the recognized promoter of these sweepstakes. No employee of Titan Publishing 
Group, AMC, Skybound, or participating companies, are allowed to enter these sweepstakes. The editor's decision is final and no correspondence will be entered into. Full T&Cs available at; WHWITAnMagazines COm/Walkingdeadinar 
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HOW DID WE GET HERE? 
This splash appears early on in issue 95, 
New character Paul has led Rick, Michonne 
and three others from their group to the outer 
walls of the Hilltop community. Rick explains 
his reluctance to take his people into the 
Stronghold, fearing that they will be hugely 
outnumbered; Paul assures Rick that they 
can keep their weapons. But just as they 
approach the gates, a shambling walker 
steps into their path. 


WHAT'S THE SCENE? 

A wide vista, the long, high walls of the 
Hilltop community stretching the full width 
of the panel in the background. In the 
foreground, Glenn, Andrea, Carl, Rick and 
Paul watch as Michonne deals with the 
unfortunate zombie. 


MONDAY 

Dear Diary... 

The last thing | remember was going to 
get a haircut at Zeb’s Ironic Disco Salon. 
There was some commotion when a guy 
wouldn't pay for his beard trim, and he 
took a bite out of the DJ that Zeb pays to 
play dubstep for customers. Next thing 

| know |’m waking up amid piles of hair, 
half-eaten limbs and blood-splattered 
skateboard magazines. 


TUESDAY 

Stopped by my girlfriend Amber's 
apartment to play Cosmic Encounter and 
pick up my Frightened Rabbit 7-inch I'd 
lent her. She wasn’t home, but | did some 
gaming anyway. Unfortunately, my rotting 
thumbs kept slipping off the controller, 
and the view of the TV was somewhat 
obscured by brain matter on the screen. 





SILENCE IS GOLDEN 

The impact of the artwork, freed from the 
confines of individual panels, is of course the 
huge advantage of a splash panel. Which 


Tht SEERET DIARY OF A WAL 


It's not easy being a zombie in The Walking Dead 
world, as our week in the life/death of an undead 
walker shows. Diary entries transcribed by Dan Aulty... 


One of the highlights of Charlie Adlard’s The Walking 
Dead artwork is his tremendous splash panels (full page 
or double page illustrations). They are used relatively 
minimally, but when done, they are always memorable. In 
this semi-regular feature, WDM looks at some of the most 
impactful splashes to feature in the Comic. WORDS: Dan Auty 


- 
My or 





isn't to say that Robert Kirkman and Charlie 
Adlard don't often use splashes to highlight 
dramatic points with key uses of dialogue, 
but cases such as this one demonstrate 


WEDNESDAY 

Finally caught up with Denny. He’s 
been lying low — mostly because his 
legs have been severed at the knees. 
He reckoned Amber had headed to the 
countryside to look for food. Couldn’t 
really take him with me, so | left him 





that sometimes a single drawing can say as 
much as a dozen speech bubbles. 


PICTURE PERFECT 

With an illustration like this, Adlard 

proves he's as much a master of the epic 
widescreen image as he is with intense, 
claustrophobic close-ups. The driving rain 
adds a tremendous amount of atmosphere, 
as does the dramatic darkening sky. The 
silhouetted figures on the walls suggest 
the mystery and potential danger that lies 
beyond, while the relaxed, almost casual 
manner with which our heroes stand while 
Michonne lops the walker's head off shows 
just how accustomed they are to such sights. 
It's a beautiful illustration that reveals any 
number of details about the characters and 
their situation. 


with my iPad and told him to Facelime 
me if he found any fresh organs to chow 
down on. 


THURSDAY 

Got to this farm and found Amber. Had 
made sure my hair had the perfect side 
parting and was wearing my best specs 
and favorite Tee, but she hardly noticed 
cos she was feasting on some country 
hicks. Great news though, we discovered 
that the kid who lived here was way into 
their downtempo electronica. We decided 
to hang out in the country for a while 
ironically, of course. 


FRIDAY 
Not a good day. Discovered a huge 
collection of Coldplay albums in one of 
the other rooms, so we tried to warn the 
neighboring normos about this terrible 
discovery. Didn't go so well — Amber kept 
falling over and | was so distraught, 

| kept fumbling my 
words. Then one of 
the normos stuck 
a knife through my 
brain. Squares! 











G, 


-ADGE. JURY REXECUTIONE 


os \V/fet ale) al alommsialom alcismeloicie always sorts out the living from the 

lighting up our TV screens dead, and, as you will discover, 

as the all-conquering, the actor, playwright, international 
oft-frowning, zombie-slicing olalirclavanice)e)isiar-|alemalsiiuivarcie(sse)t 
one-woman army, but now it’s practitioner of samurai sword 

Fw, time to find out what Danai Gurira __ fighting is a woman of a lot more 

is really like under that tough words than her volatile, enigmatic 
exterior. Our probing Q&A, known — onscreen persona. 
as ‘Judge, Jury & Executioner,’ Tara Bennett 


A deep connection with my creator 
and some sunshine. 


It’s always half full. 


Ah, so many! I'll give you one: it 
was my first day on the set and the 
zombies came. When the zombies 
came | was just thrilled. It was so 
bizarre and they were so beautiful 
in their zombie-esqueness. | had at that point, it was a “Wow!” 
Thoughtlessness. moment working with him for the first 
time and seeing how he works with the 
Work hard, play hard. other members of the cast. It’s a blessed 
[Laughs] Alexander Skarsgard. | had a experience to work with all of them, but 
crush at a distance and | wanted to see the lead of the show is important and he 
| was flipping around TV the other day and | him so badly when | was at San Diego has a stunning energy. 
caught the end of Sa/t and | thought it Comic-Con, but | just missed him. | was 
was spectacular. | love how she killed Liev | there with my manager, and my manager 
Schreiber. It was Michonne-like to me. and his agent are friends and he said, 
With whatever she had, she was going to j “Oh yeah, he was just here.” | screamed, 
take him down. It doesn’t seem like many “No!” It was like his residue was still in 
women play that kind of role, but there the air when he was gone. Clean. [Laughs] 
has to be more, or there just aren’t enough A lot of the directors we're working 
of those stories. with on The Walking Dead also worked on 
(qil-m oj (oyeyomam-lele mm matl-seld(elemelisam-larement-)) When | feel compromised. 
all say he is so sweet. You don’t expect a 
Oh God! Food. [Laughs] + man that handsome to be that sweet. | bet } 
it’s because he’s Swedish! 
| will say one other thing: | was 
Star-struck when | met Andrew Lincoln. 
Hmm... | think my dad. Having watched the series as much as Maybe...No! 


Rick Zwicker/AMC. Gene Page/AMC. 
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Can you survive with Rick, 
Glenn and the others? Climb, 
crawl, hide, and slide your way 
idehgajeleiamusl-m/40)sele)l-M-)e)eler-0h'4e)-1-F 
Clear Quarantine testing or join 
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See website to learn more. 
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Zone out with AN) Bs 


DARREN SHAN 


INTERNATIONA MASTER Fr HORROR 


DARREN SHAN 
UNDERGROUND 





A New 12-Part Series from Master of Horror DARREN | 
Bestselling Author of 


EAK and THE DEMONA 


Available wherever books are sold 


Book three G Y B \ 
coming in L)\D, 
April 2013 


I E, BROWN AND COMPANY 





www.WorldofDarrenShan.com 














